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Iepiinyn

2 outn T dSumhopatikny epyacio okomdg gival va diepguvnbet Kotd mdéco ot dapnpicelg
ota Video Games ennpedlovv TV 0yopusTIKY] GOUTEPIPOPE TV EPP®V. TO TPMTO KEPAALOLO
YIVETOL P10 YEVIKT] OVOQPOPE GTOV OPLGHO TNG S0P OGS, OTO PN UOTIKA pEG KabmG Kal oTa
€101 g drapnpong mov vapyovy. To mo oNUOVTIKO 6”7 AVTd TO KEQAANLO EIVaL 1) AVOQOPE GTIG
OLVNOELES KOl TN CLUTEPLPOPE TOV EPNPOV KATAVIADTMV.

Y10 emMOUEVO KEPALOL0 1) avdAvon BacileTon oTig SlopnicEg TOL VITAPYOLY HEGE oTa Video
games. ITio avolvtikd Bo dovpe TV 16Topia TG TPMOTNG SLENLIOTG GE PrvTeomatyviol, Tovg TOTOVG
SleNIoNS, T0VG PactkoVs THTOVE TALYVIOIDV KOl TOKTAOV. £ ovTO TO KEPAANLO YIvVETOL Ko Lol
BPBAMOYpaQIK) avaoKOTNOT GTNV €PELVA TOL €IVl GYETIKN 1 Ko mopdpole pe 1o Béua g
OLYKEKPIUEVIC SIMAMUOTIKNG EPYACIOC.

270 TPito KEPAAALO AVOAVETAL O GKOTOG TNG EPELVAC, 1 LeBodOAOYia, TO epyakeio péTpnong
KOl 01 TEPLOPIGLOL TOV LITPEAV. XTO TETAPTO KO TEAELTOLO KEPAAOLO OVOADOVTOL TO OTOTEAEG LT
NG EPEVVAG, TOL KUPLA EVPTLLOLTA, OL TEPLOPICHOT Kot 01 peAlovTikEg mpotdoelc. Etvan onpovtikd va
movpe OTL Ta amoteAéopata TG épevvag £deiEav M ovuyvotnTa. Toyvidov ennpedlel v
KOTOVOA®TIKT GUUTEPLPOPA TOV EPNPV TPOS TOL dStapnlopeva Tpoidvta, Vo 1 NAkia, To OAO

KOLL 1] OIKOVOLLKY] KATAGTOGT €V £(OVV CTLLOVTIKY| EXLOPOCT).
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Abstract

In this thesis the aim is to investigate whether advertisements in Video Games influence
the buying behavior of teenagers. In the first chapter, a general reference is made to the definition
of advertising, the advertising media as well as the types of advertising that exist. Most important
in this chapter is the reference to the habits and behavior of teenage consumers.

In the next chapter, the analysis is based on the advertisements that exist in video games.
In more detail we will look at the history of the first video game advertisement, the types of
advertising, the main types of games and players. In this chapter, a bibliographic review of the
research that is relevant or similar to the topic of the specific diploma thesis is done.

The third chapter analyzes the purpose of the research, the methodology, the measurement
tool and the limitations that existed. In the fourth and last chapter, the results of the research, the
main findings, limitations and future proposals are analyzed.

It is important to say that the results of the survey showed that teenagers are influenced to
buy according to their age and the time they spend playing and are not influenced at all by their

gender and the financial status of the family.
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Evyoaprotieg

Oa MPera vo eKEPAC® TIC EMKPIVEIG LOL gLYOPLOTIEG G OAOVG OGOVG Le oTHPLEAV Kot
oLVERAANY GTNV OAOKATPOGT) QTN TNG OUTAMUOTIKNG EPYACTOC.

[Mpdta an' 6la, evyapiotd OBepud tov emPrémovia kadnynt pov, TpraviaevAiidov
ApoAia, yio v moAdTIUN KaBodynomn, TG cLUPOVLAES Kol TV LVIOGTAPIEN Tov Kb OAN T
dlapKeln TNG EPEVVAG LOV.

Eniong, evyapiotd tovg kabnyntéc kot 1o mpocomikd tov Tunpatog Enucovoviog kot
Ynolokdv Méowv tov [avemompiov Avtikng Makedoviag, Yio TIg YVOGELS KO TIC EUTEPIES TOV
potpaotnray poll pov Katd tn SdpKELR TV GTOVODV LOV.

[dwaitepeg evyapiotieg opeil® otV OKOYEVELG OV Yo TV ad1dKOTN VTOGTNPEY, TV
ayamn Kot TV KOTovOnoT TOLG, TOL LoV £dMGaV T SUVAUN Vo, cLVEXIC® OKOUO Kol GTIS 7O
OVOKOAEG OTIYEG.

Emniéov, Ba MBela va guyoptot)om tovg GIAOVG KOl TOUG GUUEOLTNTEG LOV Yo TNV
evldppuVoN, TN GLVIPOPIKOTNTO KOl TIG EMOIKOIOUNTIKES cvintioelg mov pag Bondnoav va
e€ehMybovpe akadNpUaikd Ko TPOCMIIKA.

TéNog, evYOPIGTA OAOVG OCOVE GLUUETELYOV GTNV £PELVA OV, YIOL TOV XPOVO KOl TN

ocvvepyasio Toug, Y®pic Tovg omoiovg ot N epyacio dev Ba NTav eQIKTY.
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Kepdioro 1
H owenquion

H dwpnuon €xet ypnopomomBet yuo tn dnpuovpyio e LokpompoOBesung EOVaG LG
emyeipnong N €vog mPoidviog, Omw¢ emiong Kot yw TN onmuovpyio ypRyopns mOANGNG
(Stopruomn €OV pe e0IKES TIHEG). Avdloya pe T Hopen G dwenuong opiletor Kot o
TPOOTOAOYIGUOG TNG, E€0IKG GTOV TNAEOMTIKO YMPO TO KOGTOG &ivol apkKeTd peydro. Xto
TAPOKATO KEPAAo Ba avapepBodie oTov oplopd TG SPNUIoNG, T €101 Kot TIC TAGELS TOL
eMKpaTOVV o TN TV €noyn. Eniong, Oa avapepBove 6TIg CUUTEPIPOPES TOV KATOVOADTMOV Kot

E01KA TV Pr)Pov.

1.1.Opropog TG S1P1 oS

H dwpnpion, ympic kapio apeiporio o propodoape va todue 6Tt €ivot o GOYYPOVOC
AoVpelog Inmog yla TG ETLYEPNOELS, EPOCOV 01 KOTAVAAMTEG péca and avtr, teifovioar OTL
0 ayoBo N M vanpecio gival KatdAAnAn v avtodg Ko to 1010 kot 1 xpron tov. H Aéén
advertising mpoépyetar amd to Aatvikod “ad vertere” Kot TO 0TO10 GNUAIVEL «Va YOPIGEL TPOCH
KOTL TOL OTOOEIKVIEL TG N “OMOGTOAN” TNG 1PN ONG Elval N LETOPOPA TOV UNVOLOTOG LE
GKOTO QUGIKE TNV EVEPYOTOINGT TOL VITOYNPLOL ayopaot). Mécw towv MME, petapépovrat
TOL UMVOOTA TG SN UoNS OTt®g €ivat 1 THAEOpAoT), TO PAdIOPMOVO, Ol EPMUEPIdES, T
nePlodikd. AALA To 1510 Ko 1 vraifpro SN LoT) Kot 01 1I6TOGEMOES KOt TaL LEGO KOWVOVIKNG
dwktvwong (Belch, Belch, 2003, ogh. 32-35)

Xoppova pe tov 1otdtono Bikimandeio dwapnpion givar 1 01001kacio YvmGTonoinong
KO ETNPEAGHLOD TOV KOTOVAA®TIKOD KOOV Yo éva Tpoidv 1 po vanpecio eni tAnpoun. H
Swenuon GALOTE EMOTPATEVEL GLYKWNGWKE péca (emikAnom o©to cuvaicOnua) mov
EMTVYYXAVOLV TNV GUVOEGT TOV YPNOTN LE TNV Ayopd 1 TV XPNoN TOL TPoidvTog Kol AALOTE
TEPLEGOTEPO AOYIKA (EMIKANGN 6T AOYIKN) OTMOC TNV OVOPOPE GE TEXVIKE YOUPUKTNPIGTIKA
KOl TAEOVEKTNUOTO TOV TPOIOVTOG CLYKPITIKO HE TO OVIIGTOU(O. TOL OVTOYWVIGLOV.
(wikipedia.org).

O P. Kotler kot o K. Keller &ypayav 611, 1 dtapnipuon givar kdbe TAnpopévn popen

U TPOCMTIKNG TOPOLGIOoNS Kol TpomOnong Wwemv, ayabov, 1 vanpecidv and &va
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GLYKEKPIUEVO XpNUaTodOTn. Ot doapnuicelc pmopobv vo Eivor Piol OTOTEAEGATIKY OC TPOGC
70 KO66TOG EH0O0G 0140001 UNVOIAT®V, EITE TPOKELTAL YO TN SNUIOLPYIO TPOTIUNONG GE Lid
papxkoa, gite yio v damadaymynon tov aviporov . (P. Kotler, K. Keller, cel 648, 2006)
Téhog, G€ pio EAANVIKN TPOGEYYIGT TOL OPIGLOV TNG Eypayay OTL, 1 Slapnon eivat
N anpdSOTN LolIKN ETKOWVOVIO, 1) OTTO10 TEPLEYEL TO GTOLYELO TNG TANP®UNG, LE TEMKO GKOTO
TN UETAOOGT TANPOPOPIDOV KOl TH ONUIOVPYIN HOG EVVOTKNG YVOUNG GTOVS KOTAVIAMTES Yo,
T0 Tpoidv N Vv emyeipnon mov dwenuiletal, Kot €161 vo CUUPAAEL GTNV TPOAY®YT TOV
EMYEPNOLOKOV 6ToOY®V. To oToryeio ™ TAnpoung otV dtoupruon eivol amoapaitnto, S0t

av dev vrapyet Bewpeitan onposoto.(I'. [letpde, K. TCoptlakng, A. T wptldakn, ceA 439).

1.2. Eion ¢ 1o muiong Kot VEEg TAGELS

H dwenuon, cav avamdcmocto tufua g kadnuepvng pog Cong, Katéyst tov
OMUOVPYIKO KOl KOVOVIKO YDPO, OLOLUOPPAOVOVTOG TIG AVTIAMYELS LLOG KO TYOIVOVTOG TEPO AT
™V oA Tpo®ON o TPOIdVTOV. XTOV KOGHO TNG SN UeNC, TOAAA €101 £X0VV ELPAVIGTEL LE TOV
YPOVO, KABEVA TPOGPEPOVTOG L0 SLUPOPETIKT TPOCEYYIGT Y10 VO KEVIPIGEL TNV TPOGOYT| LLOGC.

H nopadociokn| dtaepnpion tepthapfavel Ty ThAEOPAGT), TO PASIOP®VO, TO TEPLOOTKA KO
epnuepideg kaBdg kot TV vmaifplo SENUIoT KoL 1| NMAEKTPOVIKY SQNoT OT®G To
dwapnotikd banner otig 1otocelideg, tic Video Games dwpnuicsig, ™ Mobile App
Advertisements kot T Sl0QHIIGN GTO HEGO KOWVOVIKNG SIKTOUMGTG.

H mpofoin piag dtapruong oty tAiedpaon eivor £vag OmOTEAEGUATIKOG TPOTOG Y10l VL
OMOKTNGEL OvOyvodplon M enovopio Kot va onpiovpynfodv moANGELS, €0KA Yo, TOTIKES
emyepnoelg mov Bélovv va mpooeyyicovv kowvd Pdoet tomofeciag kot OMUOYPAPIK®V
otoyyeimv.(Main,2023) H tnieomtiks] S@on Kot 1 YVOOTH HOPEN TNG, OVOQEPETOL
OVGLOCTIKG GTNV KOTOVOAMTIKY OPNUIOT) KOl TN S@on TPOBOANG EUTOPIKAOV CNUATOV
(branding). [ToAAEG lvar 01 EMLYEPNGEIS TOV YPNGUYLOTOLOVY T TNAEOTTIKY| SLOUPNILIOT) OIS TAL
nolvkotootiuata kot Super Market 1/kaw moAdég mpounbevtikég emyepnoeis. (Kovpuovong,
2000, cel. 91-94)

H dwenuon, o mpog to meplexdpevo g dwakpivetar og: o) Epumopikn — teyviky, mov
amevfOHveToL HECH EOKAOV EVIVTMV GE TEPLOPICUEVO KOl EIOTKEVIEVO EMOYYEALATIKO KOWO, [3)
SLLPNLLIOT] YONTPOL OIKOVOLK®V ETLYEIPNOEDY, TOV GTOXEVEL TEPIGGOTEPO GTNV TPOPOAN NG

EMElPNONG KOl AYOTEPO GT YVOGTOMOINGCT T®V TPOIOVT®V TG, amoPAEmovTag otV KabiEpmon
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NG KOl GTNV OOKTNON HAKPOTPODECUNG EUTIOTOCVVNG Otd OGO TO dVVATO EVPVTEPO KOO, Y)
KoBepyNTIKEG Kol avOpOMIOTIKEG U1 KEPOOOKOMIKEG OLOPNUICES, 7OV GTOXEVOLV GTNV
€VOCONTOTOINGT TNG KOVAG YVOUNG Y10 GNLOVTIKA KOWVMVIKA, TOMTIKE, OIKOVOULK(, TOMTIGTIKA
Oépato Kot 0) KAToVOAMTIKEG, TO TAEOV O100e00UEVO SLOPNIGTIKO €100C Y100 TN YV®OOTOTOIN o
TPOIOVIOV/VINPESIOV Ko aENST TV ToAncewv Tovs. (Kovtooviédov — Miyov,2004, cel. 27-
28).

O Dihua Tang (2019) éxave pia épgvva n onoia avaeépetat ot 61ad0omn tev smartphones
Kot TV Toyeior avantuén g teXVoAOYing TOL JLOOIKTVOV. TNV €pevva JamIoTOONKE OTL O
AVTIKTUTOG TV VEOV HECOV G6TO OadikTLO YiveTol OA0 Kot To onuavtikoc. H gpedvion tov
SENUGTIKOD HAPKETIVYK OTO VEN HEGO EMIKEVIPAOVETOL GE TEPLOYEG OV 1) TOPAOOGLUKT
dpnon dev pmopel vo eBdoet, pe v eEaTopiKeLoN KoL TNV GAANAETIOPACT] VAL TPOGPEPOLV
Vvéo SUVATOTNTES KOl EVEPYELDL GTOV TOUEN TOV JLPNUICTIKOV pdpketvyk. o mapddstypa, og
avtifeon pe v aviayoviotiky ayopd tov véov péowv, n TikTok €yel edpaidoet Tov eantd g
®¢ MYétg ot dwenuen ovviopmv Bivieo. Avadelikvietal ®¢ TP®MTEHOLGO TAATPOPLLO
pbpreTivyk A0ym g eveMéiag, ™G VYNNG YOPNTIKOTNTOG KOl TNG OMOTEAECUOTIKNG
EMKOVOVIOG TOV TPOCPEPEL.

H dwenuon ota Social media amotelel pio omoTEAECUATIKY] GTPATNYIKN Yo TNV
eMKOW®ViaL e TOV GOYXpovo Kotavoloty. Méocw tov mlateopudv onwg to Facebook, to
Instagram xo to Twitter, ot EXYEPNGEIS UTOPOVY VO TAGOLY EVKOAN TOV GTOYO TOVS KOl VO
OAANAOETIOPAGOVY LLE TO KOWVO TOVS. MEGM GTOYELUEVNG OLALPT LGN KOl TEPLEYOUEVOD, LTTOPOVV
Vo ONUOLPYNCOVY CYECES UE TOVG TEAATEG Kot vo ovénoovv tnv emidpacy] Tovg otnv
ayopd(Smith & Fischer,2018).

H cvvepyacio pe influencers amotehet Evav amoteAespatikd TpOTO S0P UIoNG, KAODS Ot
EMPPOEC Exovv peydAn amnymon oto Social media. Ot influencers pmopodv vo dnuiovpyncovy
aLOEVTIKEG GYEGELS LLE TO KOWVO TOVG KOl VO ETNPEACOVV TIG OYOPOAOTIKEG OTOPAGELS TOLG. MEGm
ocvvepyoaosu®v pe influencers, o1 XtyEPNGELS LTOPOVV VO, PTAGOLY GTOV GTOYO TOVG LLE LEYOADTEPN
avBevtikotnta ko emitvyio (Evans D., 2016).

O1 010pN IO TIKEG KAUTAVIES [E xpnon PIvTEO £(0VV KATOKTNGEL TV TPOTIUNOT TOV KOOV
AOY® ™G avENpéVNg Katavaiwong mepteyoprévou Pivieo oto dadiktvo. Me  ypnon Pivieo, ot
EMYEPNGELG LTOPOVV VO LETOOMGOVY TO UIVULA TOVG LE SVVAIKO TPOTO KOl VO KEPSIGOLV TNV
TPOGOYN TOL KOOV ToVg e peyaivtepn enttoyio (Smith & Fischer,2018).

Zmv gmvyia ot cVUPdAovy ddeopot Adyot OTMG:
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o AmotereopoTikn emkovevio: Ta Bivteo £govv T duVATOTNTO VO LETAPEPOVY UNVOLLOTOL
UE HEYOADTEPT £VTOON KO EMPPON GE GUYKPIOT LE AAAEC LOPPEG TTEPLEYOUEVOU.

o Avinuévn avainyn aepieyopévov: Ot ypNOTEC TMPOTWOLV TNV KOTOVAAMGON
TEPLEYOUEVOL GE LOPOPT Pivieo AOY® TG EVKOMOG Kot TG O100KEOAONG TTOV TPOGPEPEL M
avamopaywyn Pivteo.

o  Avénuévn owbeopotyra tevoroyiag: H teyvohoyio €xel kotootel MO TPoOoITh,
EMTPEMOVTOG OTIC ETALPEIEC VA dINUIOVPYOLV LYNANG ToOTNTOG Pivieo dapnuicewv pe
YOUNAOTEPO KOGTOC.

o  Avinpévn katavdroon Pivreo: Ot TAATQOPUES KOWOVIKOV HEGMV KOl Ol 1GTOTOTOL
Kowvomoinomng Pivieo &xovv yivel ONUOPIAEIC, TPOCPEPOVTAS OTIC ETALPEIES Eva EVPY KOO
Yo TV TPoPOAT TV SN GEDY TOVG.

H mpocomomompévn Slo@Mion emMTPEMEL OTIS EMYEPNOELS VO OTIAEOVY KATAAANAES
SLPNUOTIKEG KOUTAVIEG TOV GTOYXEVOVV GLYKEKPIUEVOLS KATAVOAWMTEG PAGEL TV TPOTIUGEDV
TOVG KO TNG GUUTEPLPOPAS TOVS. Me v a&lomoinor dedopuévav, ol EMYEPNOELS UTOPOVV VOl
TPOGEAKVHGOVV TO EVOLOPEPOV TOV KOOV TOVG LE TTLO OTOUKOTOMUEVO TPOTO. AVTN 1) TPOGEYYIoN
€YEL KATOLOL OTUOVTIKA YOLPOKTNPLOTIKA Kot 0OQEAT OTOC TV TPOCMOTOTOINGT TOV UNVOUATOG
HEG® TOL 00TV, O1 ETAPELEG UTOPOVV VAL TPOGAPLOGOVY TOL LNVOLATE TOVG GTIC TPOTIUNGELS, TO
EVOLOPEPOVTA KOL TI CLUTEPLPOPA TOL KATAVOA®WTY. Etiong, n dtapnpion tpocoprocuévn otov
ypno™ Poaciletar 6tn GLAALOYN Kol AVAALGT] OEOOUEVOV Y10 TOV KOTOVOAMTY, OT®MG 10TOPIKO
OYOPOOTIKNG CLUTEPLPOPAS, ONADGELS TPOTIUNONG Kot Onpoypapikd otoryeio. Térhog ot
TEYVOLOYIKEG KavoTopieg Onwg to machine learning kot 1 TeyvnTi VOonUoGHVY XP1NGLLOTOLOVVTOL
vy v avdntuén alyopiBuwv mpoPreync kot v akpPECTEPT TPOCAPLOYN TOV SOPNHCEDY
(Evans D., 2016). Eivat onpavtikd vo ava@Epovpe 6Tt auTh 1) GTPATNYIKY OoLTEl TPOGEKTIKN
dwayeipiomn dedopévav Kat evaichncio 6Ty WIOTIKOTNTO TV YPNOTOV.

TéMog etvar onuavtikd vo avapépovpe Toug «streamery. 'Evag streamer ivan Evag ypnotng
mov petadidel (ovtavd mepleyduevo pEG® O1adIKTOOV 68 TAATEOpUES OTtmwg To Twitch, 10
YouTube, to Facebook Gaming, to Mixer kot dAiec mapopotec. Ot streamer pmopodv va
petadidovy tov eantd Toug Kabhg mailovv Prvreomayvidla, dtakpivovror o€ d1dpopa BEpata OTme
1 LOVGIKT), 01 TEYVOAOYIEC, 1| KOLATOVPO, 1) LoyEPIKY), 1) fitness kot TOAAG dAAa. To streaming £xet
KOTAVINGEL EEUPETIKA INUOPIAEG GTO O1001KTLO, PE TOALOVG YPNOTEG TOL TAPAKOAOLHOVV Ta
livestreams 1o yoyoymyio, ekmoidevor), SluoKESNoN 1 KON KO Yol TV amOKTN o EUREPIOS O

ovykekpuévo Oépota.( Andrew N. Smith & Eileen Fischer).
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1.3. Awwpnuetika péca,

H dwpnpion otnv thAedpaot, aviKeL 6Ta TOPUSOCIOKA LEGH KOl GUVOEETOL KUPIOG UE
™MV Tpo®bnon TPOIOVIOV TPOG TOVG KOTOVOAMTEG KOL TNV EVIGYLON TNG EKOVOG TOV
emyepnuotikod onuatog (branding). Avti 1 SOENUCTIKY LOPPT EXKEVIPOVETOL KLUPIWG GTOV
TOUEN TOV AOVIKOV TOANCE®V Kol cuyva dtopeiton og tpio facikd otoryeio onwg o)l 'evikn
[IpomOnon Kataotpatog: Me tn Ponbetor S10pnGTIKOV UVOUATOV, OPIGHEVOL KOTOVOAMTEG
evBappoivovioan va emokefodhv TOo KaTAGTNUO KOl Vo ayopdoovv mpoiovia. B)IIpodOnon
Amnoxieiotikov Ilpoioviov: Opiopéveg emyelpnoelg mpowmbovv mpoidvio mov dwatifevron
OMOKAEIOTIKA o€ cvykekpuéva Kataotyuato. Télog y)IIpoodnon Ilpocpopdv kot Eidikdv
[Ipospopdv: Méow TG TNAEOTTIKNG S10p1| oS TPoPAAAoVTaL ETOYLKA E10M 1) E1OTIKEC TPOGPOPES
TPOIOVI®V, HE OTOYO TNV aOENCN TV TOANCE®V Kol TV mpomddnon tov amobepdtov
gumopevpdtov o cuykekpipéva kataotipata (Kovppodong, 2000, cel. 91-94)

To padidewvo eivar &va SEIGOVTIKO HEGO Kol OmOTEAEL £vol KO TOPUSOCIOKO HEGO
dtpnuong. To KuplOTEPO TAEOVEKTNLO TOV PadOQ®VOL ivat 1 eveMéia Tov — ot otabuol ivat
TOAD GTEVELUEVOL, Ol SLOPTHUCELG CYETIKA PTNVEG GTNV TAPUYMYT| KOl TNV TOToHETNGN TOVG Kot |
YPNYOPN LETASOOT MTPEMEL TNV YpIyopn avtiopacn. To padidemvo glval amoteAeGUATIKO TIG
TPOIVEG MPEG Ko Oivel emiong ™ dvvaTdTNTA GTIG £TOUPEiEg TETVLYAIVOLV i 1GOPPOTTiLL LETOED
NG YEVIKNG KOl TNG TOMKNG KAALYNMG TG ayopdc. BéPata éva an’ ta facikd LEIOVEKTAULATO TOV
POdOP®OVOL givar M EAAEWYN EIKOVOV KOl OYETIKN moadntikn @vom eneepyoaciog om’ tov
kotovarioth (P. Kotler, K. Keller, ogh 653-654, 2006).

2to mapadoctokd péca SteNUicel; avikovy emiong ot ePnuepides, Ta TEPLOOIKE, T
vraifpio S1aENUIoN, TO EVIUEPMTIKA SEATIO KO TOL PLAAAOLN TOL OTTO10L KOl OVTE [LE TN GEWPE TOVG
&yovv 10 kabéva mheovektuata kKo petovektiuata (P. Kotler, K. Keller, oeh 657, 2006).

H enavdotaon ot daepnuon £ywve pe TNV ELOAVIOT TOV SLOOIKTHOL KOl ALTO O10TL TO
J1dikTVO OmoTEAEL oNHEPA TN UEYOADTEPT] KVTEPAEDMPOPO TNG TANPOPOPIKNG» 6TOV KOGHo. H
a&io Tov S1edIKTVOV EYKELTOL OT SVVATOTNTO TOV VO GUVIEEL EVKOAN KOt PTNVE TOGOVG TOALOVG
avOpodnovg og tooa moAd uépn(T. Metpog, K. Tlwptlakne, A. Twptlakn, 2001,0eA 620).

>’ autobd TOL €i60VE TIG dlaPNUIcELS aviKovy Ta doenuiotikd tavo (banner) ta omoia
etvat ypagikd 1 pnvopato pe Keipevo mov PAETOLLLE 0€ 16TOGEMOEG KOt GAAL YNPLokd LEGH Kot
£YOLV GYEJOOTEL Y10l VO TPOGEAKHGOLV TNV TPOCOYN T®V YPNOTOV Kol Vo TPo®OGouV mpoidvta
N VINpPETieG.
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‘Eva dALo £100G NAEKTPOVIKNC SLOLPNUIONC OVIKEL TO NAEKTPOVIKO sponsorship, 1o omoio
apopd ot cvvepyacio pnetad pog eTapeiog Kot EVOC O100TKTLOKOD OVIOTNTOG 1 EKONAMONG. €
QLTAV TNV TEPIMTOOT, 1 €TALPEin TAPEXEL OIKOVOUIKY] VTOGTNPIEN 1 GAAEG LOPPEG TOPWV GE
AVTOAAQYLO YioL TV TPOPOAT] TOL OVOUATOG, TOL AOYOTLTOL 1) TNG EIKOVAG TNG GE OUOIKTLOKE
TEPLEYOUEVA, OTMOC 10TOGEAIDEC, blogs, podcasts, Kovmvika diktva Kot GALEC TAATEOpUES. MEGM
TOV NAEKTPOVIKOV sponsorship, ot etapeieg pmopovv va, etm@eAnBodv amd TV avayvostudTnTo
TOU O100IKTOOL KOl VO, @TAGOLV G VEQ KOWOTNTEG KoL ayopés HECH TOV OlASIKTLOK®OV
nepeyopévav (P. Kotler, K. Keller, el 703, 2006).

Meydin avantoén yvopilel kot 1 dtenuon mov gival oyetkn pe v avolnmon ()
search- related ads), n omoia avagépetor cvvidmg otTig dapnuicelg mov gppaviCovial oe
arotedéopato avalnmong oe pnyavég avalnmmong, onwg to Google. Avtod Tov €idovg 1M
dpnon cvvovdaleton pe TNV avalTnomn KEWEVOV TOL TANKTPOLOYEL 0 XPNOTNG, ELPaVIOVTOG
dwpnuicelg mov oyetilovral dueca pe ta AEEEIG-KAEOH OV avalnTd.

H dwpnpion avt propet va etvar o popen keévou 1 ikovag kot cuvnbwg epeovidetan
oTNV KOPLYN 1 OTO KAT® PEPOG TV amotedecudtov avalntmong. To k6otog TG Srapnuong
Baciletar cuvnbwc oe éva poviého mAnpoung avéd kik (CPC), 6mov ot droenuildpevor
TANPAOVOLY LOVO ATV KATOL0G YPNOTNG KAvEL KMK ot dtapnpion Toug. H dtapruon mov givan
oxetikn pe v avalnnon eivar éva 1oyvpd €PYOLEIO Y10l TIG EMLXEPNOELS VO PTAGOVYV GTOVG
TeEAATEG TOVG aKPIPOS OtV avtol avalnTovv mpoidvta N vVaNPecieg mov TPosPEpovy. Mia
Kawvovpylo téon gival 1) Stapron pe otodyo to Tepieyouevo (content target advertising), cuvoéet
T1¢ drapnuioelg Oyt pe Paon tig Al KAEO10 AL e TO TTEPIEYXOpEVO TG toTtoceAidag (P. Kotler,
K. Keller, oed 703, 2006).

1.4 Zopmeprpopd TOV KATAVOAOTOV

H peiémn g coumeprpopdc Tmv oyopastdv Kot KOToVIA®T®V eivatl (oTikng onuaciog
Yol TO LAPKETIVYK, KAODS GUUPAALEL OCULOVTIKA GTNV OVATTTUEN OMOTEAEGLATIKMY GTPOUTIYIKMV.
H évvouwn ¢ "ooumeprpopds Tov KatavaAot)" avaeépeTal o€ OAES TIC OPACELS 1 OTOPAGELS TOV
AapBavouy ot AvOpmTol GYETIKA L TNV 0yopd Kot ¥p1 o1 TPOIOVT®V, 1) AKOUN KoL TN U1 arodoyn
touc. Eivon évag topéag perétng mov amacyoiel emotnuoveg amd Sdpopovg Touels, 6mmg
YUYOAIYOVS, KOWVOVIOAOYOLS, OIKOVOLOAOYOVG Kot GAAOVG, KOOMDS amoTelel o KOpLa EKQPoon
™mg avOpdTIVNS suumeplpopds (Ziykipiong E.)

[Ma v gpunveio ™G CLUTEPIPOPES TOV ATOUMYV GTOV TOUEN TOV KATAVOAMTIKOV KoL
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OYOPOSTIKMV TOVG GLVNOELDV, VITAPYOLY TPELS KOPLEG TPOCEYYICELS: 1] OLKOVOUIKN, 1| YLYXOAOYIKN
KOl 1] KOLVOVIOAOYIKT).

H owovopukn mpocéyyion €xet tig pileg g 6€ dAQopeg OIKOVOUIKES Bewpleg oV Exouv
dturtwbel TOGO amd PIKPOOIKOVOUIKOVG AOYOUG 0G0 Kol omd HAKPOOIKOVOULKOVG Adyovs. H
YUYOAOYIKN TPpocEyyion meptlappdvel Eva mAnbog Bewpidv, petald towv onoiwv Eeywpilovv n
Bewpia g padnong, n Bewpia g avtiinyng kot n Bewpia Epdpynong tov avaykav. TELog N
YyuyavoAluTikny Bempia, g omoiag o Xiypovvt @poévvt eivar o matépag, vrootnpilel 6T Eval
HEYAAO MEPOC TOV KIVATPOV OV €MNPEAlOLY TN CLUTEPIPOPE TV atOpmV Ppiockoviol 6To
VTOGLVEIONTO TOVG. ZVVETMC, OTOV Ol KOTOVOAMTEG ETIAEYOLV VO AyOPACOLV GLYKEKPIUEVQ
TPotovTa 1 VANPESies, dev TOVg KaBodNYOLV HOVO TA PLGIKA KOt AELTOVPYIKE YOPAKTNPICTIKY
T0VG, 0UTE HOVo opboroywkd kivntpa. Emnpedlovian emiong amd kivntpa mov Ppickoviar 6to
VocLVEIONTO TOVG Kot KaBodnyohv T cuumeprpopd tovs (Ziykipiong E.)

Kletvovtog Ba Aéyope 0,11 1 yOPOGTIKN) CUUTEPLPOPE TOV ATOUDV EKONADVETOL LECH
TOV ETAOYOV TOL KAVOLV KOTO TIG ayopES TOLG, OM®G TOV TPOTO MOV EMAEYOLV TOL GNUEin
TAOANGNG, TO POVO OV JATOVOVV Y1 AYOPES, KL TO oV GuVOdEDOVTAL altd AL Gtopo. AVTEG Ot
emhoyég enmpedlovrol amd mapdyovies Tov TEPPAAAOVTOG Kot dAAAYEG GTIC GLVOT|KES, OTMG Ot

aALOYEG OTIG TOANGELG KOL 6TO WPAPLO TV Kataotudtov (Ziykipidng E.).

1.5. 2o 0g1e kKon cvpmepLpopd TV PPV ayopucT®OV

H I'evid Z, yvoot eniong og iGeneration, Metd-Millennials, Quaranteens, | OnLine
Schoolteens, avtimpocwmedel T ONpoypaikn opdoa mov dadéxetor T "T'evid Y" (Millennials).
[Mapd v dmapén TOAADV ETITAEOV OVOLAGIDY TOL YPNGUYLOTOLOVVTOL OO TOL LEGO EVILEPMONG
YL vo, avapepBovy 6g otV TNV OpLdda, OV VITAPYOVY GLYKEKPIUEVEG NUEPOUNViES TOV opilovv
mv €vapén N ™ AEN avtg g yevidg. Ot dnuoypdeot Kot ot epeuvntég cuviBwg opilovv 10
€0pog yeVVNoE®V amd o LEGA £mG Ta TEAN NG OekaeTiog Tov 1990 £wg Tig apyég TG dekoeTiog
tov 2010 wg apemnpia. [Tapdia avtd, dev LTAPYEL AKOUT OLOP®VIK OGOV APOPE TO GLYKEKPIUEVOL
£tn yévvnong mov yapaxktnpifovv to téhog avtc ¢ Yevidg (wikipedia.org).

H I'evid Z, eniong yvoot) o¢ 1 Yevid TV "ynelokdv 10ayevav", £xel LeYaA®GEL o€ £vav
kOGO Omov 1 TeYVoLoYia gival avamdoTaoTo KoppdTL TG KafnueptvotTds toug. H mhgtoynopia
TOVG OV €xel Yvmpioel Evav KOGUO Ympig ypnyopo tviepvet Kau (el o€ éva mepifailov TAoHG10 o€
TANPOPOPIES, YuyoymYio Kot apETPNTEG EMAOYEC TEPLEXOUEVOL OV Elval TPooPAcipeg e o
amAn Kivnon. Zopeova pe épguves otig Hvopéveg Tlohreieg, 10 95% amd avtovg drabétel dukod
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TOV KIvnTo ThAEP®VO, T0 83% £xel popntd voroyiot (laptop), evd To 78% O10bétel TpocwmiKn
nayvwoounyavn. Emmiéov, 10 57% €xer mpocomukd otabepd vmoloyiot) kKot to 29%
YPNOWOTolEl T0 Kvntd TAEPvo petd ta pesavoyta kobnuepwd. Iapdia avtd, vrdpyovv
op1opéVol véol Tov {OVV G€ OMOUOKPVGUEVES TTEPLOYEG 1| OE OVOTTUGGOUEVEG YMDPEG TTOL OEV EXOLV
mv 10w TpdcPacn oy texvoroyia. EmmAéov, n cvveyng odvoeon Toug 6To O1a0ikTLo EYEL
wpokarécel 10 @avopevo tov "FOMO" 1 aAlog "eoPog tov va ydoels", mov pmopel va
TPOKOAESEL ONUOVTIKO Ayyog otn (o tovg. ([Tamavactaciov E., Opaykaxn K., T(én A., &
Towpavn E, 2023).

Ot Agovtopion K., Mavpdyavvng I'., Mokpn A. kot o Aaovdng I, acyoAndnkave pe v
KOTOVOA®TIKY coumeprpopd otn 'evid Z kou giyav o¢ 6tdy0 va avorlvBodv ot mopdyovtes Kot ot
ovvnbeteg mov emnpedlovy Tovg KaTavaA®MTEG TOL generation Z. Yotépa amd T dnuovpyia vog
EPMOTNUATOAOYI0V 6T0 0moi0 €000V KATOEG EPOTNOELS GYETIKA LE TIG KATOVOAMTIKES cLVNOELEg
QTG TNG YEVIAG, SLUTEPAVAY OTL 1] TAEWOYN QIO TOV ATOU®V QAVIKE TOAD EVEPYTN GTIG AYOPEC.
Av ko1 n I'evid Z dev glvar n yevid mov £odedel ta mepiocdtepa ypnpata, Oempeiton pio omd tig
TO KATOVOA®TIKES YEVIEG cLpwvVa pe Epevva otic HITA. Av kot oyedidlovv Tic ayopég Toug,
telvouy vo avtdpovv og ayopés g "otyung". H mavdnuio dAiaée tov 1poTO TOVL KAVOLV TIg
aYOPEG TOVG, KAOIGTMVTAG TOVG KOO TTLO TEYVOALOYIKA TPOGOPLOGUEVOLG,.

Eivor onpaviikd vo avagépovpe OTL Ol GUUUETEXOVTEG avéPepav OTL emnpedloviot
TEPLGGOTEPO OO TO WHEGH KOWMVIKNG OKTO®MONG O oLYKPloN HE TG owenuicels. I
OoLYKEKPLEVA, TO 63% aveépepe OTL vrepPaivel ToV TPOVTOAOYIGUO TOV KATO TIC E0PTOCTIKEG
neprodovs. Kot téhog 1o 30% tov avBpdnwmv emdéyetl cuyva Tpoidvta mov £xovv doenotel and

Lo LLOVG.
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Kepdaiaro 2

Awo@nuion kot rvreomaryvioo

Koavévag aAAog kAad0oc TG yuyxaymyiag 6V yvadpioe TNV 1010 EKPNKTIKY avAmTuén Onwme n
Bropmyovio yneoKov oy vidlidv. Xe por avaivon tov sphericalinsights.com avaeépeton 6t 10
péyebog g TayKOGULOG ayopd BvTEOmatyvVIOIdV avapéveTon va tdoet Ta 924,8 dicekaToppopio
dorapra HITA éwc to 2032, pe CAGR (0 emotog pécog puludg avEnong tov e6dowmv LeTaEd 600
dedopévov etmv) 13,8% koatd v mepiodo mpdPreyng 2022 £wc 2032 kot to péyebog g
TaykOGHag ayopds frvteomaryvididv arotiundnke og 253,6 dicekatoppvpia USD 10 2022. Katd

GULVETELQ, M OO UIOTIKT Bropnyavia £xet evolapepOet yia o ymeiokd woyvidle amd mold vopic.

2.1.H tpdt owepniuion péca o€ frvreomaryviol — ietopio

[Topdro mov 1 StuENen VANPYE GTO gaming amd TOTE TOL To. ALY Vidld elyav axoOUN Kot
YPAPIKA (1 TPAOTN P UIOT) EVTOG O VIS0V TV GE Eva oy vidl e Kelpevo), Kotd ) didpketo
TOV TELELTOI®V dVO OEKAETIOV 1] OLAPNUOT PVTEOTOLYVIOIDV £QPTOCE GE EMITEOO TOAVTAOKOTNTOGC
7oV gival avTioTOr(o e TOVIEG KOt TNAEOTTIKES S0P LUGELC.

H mpotm xolog mepintoon dwupruong, otn oekoetioo Tov 70, evtdg TOL ALY VIO00
umopel va Ppedel mpv and ) Nintendo 1 axopa ko tnv Atari. ‘Eva pukpo woyviol mepuréteiog
Baciopévo oe keipevo mov ovopdleton Adventureland mepieiye v mpdOT SN oT €viOg
ToVISo0 6TOV KOGHO. AV Kot dgv TV Yo poe peyoAn maykocuo papka 0mmg n Adidas 1 n
Coca-Cola, ntav éva teaser yio 1o endpeVO oy vidl g oelpdc, mov ovopdletan Pirate Adventure
(Adrian Comeau,2022).

Me 10 pApKETIVYK VA 0y KAAALEL TPOYHOTIKA TNV £vvola TNG TomoBETnong Tpoidoviwy otV
TAEOPOIGT Ko TIG TOvieS oTig apyés TG dekaetiog Tov '80, kot pe emtvyiec oto box office dmmwg
10 Back to the Future pe enovopieg 6mwg n Pepsi kot n Nike, ta frvreomaryvidia dev Epevay moté
oAb miow. H mpd tomobétnon mpoidviog oe Pivreomaryvior ntav to Tapper: oxt pudévo
eppaviotnke n umvpo Budweiser 6to mouyviol, aAAd To 1010 TO TOYVIOL TOV OVCLOCTIKA L0
TANPOUEVN dtapruon Yia Ty Budweiser, kabd¢ o otdyog tav va oepPiper Buds otovg apdveg

Kot 0 ToikTng vo TeThyel vYNAEG Pabpoioyies.
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Ewova 1: Tapper, indieretronews.com

Amd 10 1983 ém¢ 10 1985 vnpée pia Veeon o oAOKANPN ™ Propunyovia ot Propnyovio
TV Bvteomayvioldv. Avt) 1 mepiodoc NTav GxeddV TO0 TEAOS TMV TOLYVIOIDV MG EUTOPIKY
Buooiung ovtoétntog, av dev vanpye n KukAogopia tov Nintendo Entertainment System to 1985.
Etvor mBoavo ta Prvteomoanyvidla, pnéypt kot onuepa, vo unv elyov v mOATIGTIKY onpacio Kot
BApog TOL KPATOLV QLTI TN GTIYUN GTNV TOYKOGLLO 0yOpd.

A@o¥ n Nintendo emavépepe povn ™ ta frvteomaryvioln amd v dipn g Anong to 1985,
N OlPN o ota oy viola yve Kot TaAl 0 Kavovag, pe T frvteomoryvidla Tov yopnyobvtol vo
yivovtotl to peydro dopnuotikd téyvacpo g dekaetiog Tov '80. Ot avayvopioipeg enmvopieg
Ba NTav HEPOG TOL TITAOV EVOG TOYVIOOL KOl LLE TN GEPE TOV, TO Tayviol o mpombovoe avTég
TIG pbpreg. Me mouyvidwe 6w 1o The Pepsi Challenge kot to Domino’s Avoid The Noid, n
YPOUUN HETAED TNG VOUUNG WuXay@Yiog Kot (oG O00pacTIKNG OGN OGS TOL O KOTOVOAMTNG
EMpENE Vo TANPAOCEL Yl Vo, O€L, NTaV acoens. AAla moyvidin o0nmg to Teenage Mutant Ninja
Turtles 2 oto NES 0o ypnoyonotodcav dSloenotikés mvokideg eviog Tov oty vidlon Yo vo.
npomdncovv, katdAinia, tnv Pizza Hut. Avti tav avapeiopnmta moAd Aydtepo yepoywykn
dlpAuon ax’ Ot ota Toyvidwa-ms-dapnuicelg g Pepsi ko tov Domino (Adrian

Comeau,2022).
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H dexaetio Tov '90 dnpovpynoe kovodres 6mwc to The Super Nintendo Entertainment
System, kot apydtepa to Playstation xot to Nintendo 64. Me polikd avénpévn omtikn
TOALTAOKOTNTA GTO BrvTeomanyvidia Kot To oty vidio mov petakvidnkav and ta pixel og TAnpmg

TOAVYOVIKA Ypaeikd 3D, mapovcidotnkay vEEG EvKopieg S1APNUIOTG.

Ewova 2:Pepsiman, retrogames.onl

Ext6g amd v tomobémon npoidvtwv oto mayvidt,  Pepsi mye kot ypnuatoddtose
onpovpyio €vOG OAOKANP®UEVOL TPIGOIACTOTOL TOUYVIOOD TEPUTETEWG 7OV OVOpAleTal
Pepsiman. Mg évav vrep Npwa pe Bépa v Pepsi, avoyytd mtolvywvikd eninedo kot dpaocn mov
Tpo@odoteital omd TNV Pepsi, 1 SN UG TIKNY TTUYT TOL TOLYVISI00 NTAV TEPQ Y10l TEPO TPOPAVNIC.
2V TPOYUATIKOTNTO, TO KPOVYUAED HAPKETIVYK TG Pepsiman ftoav oyedov e€icov dtdonpo pe
™ poalikn amotuyio TG Vo TOLANGEL WG TPOTOV Kot oxeddV Efare dALO £va TEAOC 0N ProcoTnTA
TOV BvTEomToyvVIdldV g ¥dpov puapketvyk. Evtuydc, o pikpn etaipeio pe 1o dvopa Neversoft
Oa mpocéyyle 10 papketvyk pe mo £&vmvo tpémo. To Tony Hawk's Pro Skater fitav éva
eEAPETIKA EMTLYNUEVO oY VIOl TOL a0 6TOVS EUmEPOLG VEOLG TNG dekaeTiog Tov '90. Etuye
emiong va mepthapPaver dekdodeg abANTEG TOL TPAYHATIKOV KOoUOL, pdpkeg skateboard ot
£vovong, Kaldg Kot adelodotnuévn povoikn. Me v emituyio tov Pro Skater, n @dppovia yio
EMTUYNUEVO LAPKETIVYK EVTOC TOV TToyvidloL iye apyioet va avadvetot kat Ba eppaviiotav! To
papreTvyk ota afintikd moryvidlo cuykekpipéva avOile e avtv TV €moyn, Kol eEakoAovOel

va gvdokiuet uéypt onuepa (Adrian Comeau,2022).
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Tnv dekaetio Tov 2000, xKabdg eediybOnkav ot Kovooreg Prvieomaryvidumv, To 1010
eEeliytnke Kot 1 gumepio Tov moryvidlov. Oco mo KOVIA To YPUPIKE HUITOPOVCaV VO PTAGOLV
OTNV TPAYHOTIKOTNTO, TOGO AMYOTEPO IKAVOTOMUEVOL TOV 01 TOUKTES, GE TOLYVIOLOL LLE OYOVIGTIKA
avtokivnto To ool dev elyav emmvupio, ota moyvidl Tovg. Av umopovcay va eTidEovy éva
NASCAR pe peaMoTikn ep@dvion, Empene va yopoktnplotel og povadiko. 'Etol Eexivnoe n
EMOYN TOV TOLYVIOIDV TOL TANPOVOV Y10 TO SIKOLMOUOTO AOELNG ¥PNONG EMMVLLLDV GTO TPOIOV
TOVG Kot aVTO dev otapdtnoe povo ota mtaryvidw aydvev. O Steve Madden, o Shawn White kot
TOALG GAAQ em@VVLL ovouato Kot etaipeieg Bo koopovcav titAovg mayvidiwv. Ot Adidas,
Converse, Under Armour, Wilson ko1 moAioi dAlot Ba mpdcHBetav ta ovOpaTd TOLG OTO
Brvteomayvidta, yior ot Tiun.

Am6 10 2010 kot petd n epeavion tov mobile gaming avouEiofnra enavacyedioce
Bropnyavia tov Video Games, aridlovtag BepeMmddg Tov TpOTO e TOV 0010 OVaTTOGGOVTOL,
dwovépovtor kot kgpdoskomovv T maryviola. [lpv amd v gpedvion tov mobile gaming, M
Bounyavia Pacilovtav kvpiwg ot ELoKY dovopn HEGH KOLTIOV 7OV TMOAOVVIOV OE
KOTOOTNUOTO AOVIKNG. 0T000, M HETAPOON OTIG YNOOKES OYOPEG GE (POPNTES CLOKEVEG
avadlpOPP®GE AVTO TO TOTIO EVIEADG.

O1 dagnpicelg viog TV Toy VoLV KOTEGTNoAV Lo omd T KupldTEPES TNYEG EGOdWV
Y. TOAAOVG SNUIOVPYOVS TOLYVIOUDV Y10 KIVITEC GUOKELES, LITEPPAivOVTag TIC TAPUIOCIUKEG
TowAnoelg mayviolov. Ta povtéda free-to-play, mov moldtepa Bewpovvtay un frocipa, yvopieoy
eEapeTikn emrvyio, dNUOVPYAOVTOG SICEKATOUUDPLO EVPD GE ETNOLA £6000. AVTH N HeETAPaom
oTN YNOKN ayopd dvoi&e Tov OpOpo Yo TiG KposuvaAlayég kat Ta loot boxes, emttpénovog
OTOLG ONOVPYOVS VO JTNPOVY KEPON Yol UEYOAO YPOVIKO OAGTNUO HETA TNV OPYIKN
KukAopopia evOg oy vidrov.

To console gaming kot to PC gaming, TapOTi EXnNpedctnKoy amd TV ELEAVIcT ToL mobile
gaming, TPOCUPUOCTNKOV EVOMOUATOVOVTOG TOPOLOLES GTPATIYIKEG ¥pNatodotnong. Etapeieg
omwg mn Activision Blizzard ekpetaddievnkav to mepleyOpevo pHeTd v KukKAo@opio HECH
UIKPOGLVOALAY DV, ONUIOVPYDVTAG CIUAVTIKA pEVUATO E600V. AvTi 1 €EEMEN voypoappilel T
ovuploTikn oxéon peta&d g draenuiong kot tov Video Games, a&lomoldvtag Ty eupAnuaTiKn
@Vo™ TOL gaming Yo TPO®ONTIKOVG GKOTOVG.

Kafd¢ xortdpe mpog 1o péALov, 1 cuyydvevon g dauenuong kot tov Video Games
eaivetal vo ovveyilel va eeMooetol pe v wpdodo g teyvoroyiog. Me v avéavopevn

nototnTa, moAvTAokdTTa Kot gufabvvon tov Video Games, véeg gvkaupiec yio KOVOTOUEG
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oTpaTyIKES Stapnuong 0o epgaviotovy. H odlnienidpaon peta&d dwopnuiong kot Video Games
vroypoppilel To povadikod kat EAKVoTIKO koopo Tmv Video Games mg évo HEco Katavaimong,

TPOGPEPOVTUC OCVYKPITEG EVKOPIES EUTAOKNG Ko ypnpatodotnong (Adrian Comeau,2022).
3.2. Awugpnpicsig péoco Video Games — opiopoti

H oavéavopevn odomaon tov péowv pHallkng evnuépmong kot mn  pelwon g
OTOTEAECUOTIKOTNTOG TNG TNAEOPAOTG GTI OLOLPTLLLOT) KoL TV EMTELEN GTOYWOV GTOV AYOPUCTIKO
0T0)0, £XOVV ONUIOVPYNGEL TNV OVAYKT Y10 VEEG, TTLO OTOTEAECUATIKEG LEBOOOVE EMKOVOVING [LE
TOVG KOTOVOAMTES, 101MG Yo TNV KOTAKTNGT TNG TPOGOYNG AVTAOV OV OEV €lval TPOS TO TOPOV
KATAVOA®TEG £vOG cuykekpiévov brand. v mpoomdBeia ebpeong véwv pebodwv tpoddnong,
ta Video Games £yovv Bpet 0éon ¢ éva tepipdAlov daeruiong.

H dwpnuion evtdg tov moyvidiov Eexmpiletl yioo To TOAAG TG TAEOVEKTILLOTA, KLPIOGC
Aoy tov OnLine mepipdAioviog 610 0moio Aeltovpyel Kot TG OTEVIG OYEONG TG ME TNV
yoyoymyia, 1 onoio gVicyDEL TO EVOLAPEPOV TOV KATAVAIAMTAOV. Ot gToupeieg evolapépovat OA0
KOl TEPLGGOTEPO Y10, TO VO, EVEMUATMOVOLV O0NUGELS e OUOAO TPOTO GTO EIKOVIKO KOGLO TV
Video Games.

To OnLine mayvidia TpoceEPOVY HOVASIKES EVKOLPIES EMIKOVMVING Kot GAANAETIOpaoNG
Le TO KOWO, TapOLo TOV OVTE To TAEOVEKTHHATA OV €yovv a&tomomBel TANpws. Qotdco, ot
pbpketep TPEMEL EMioNg Vo AAPoVV LTOYT TOVG TOVG TEPLOPIGUOVES TOV GUVETAYETOL 1| (PY|OM

avtob 1oL TEPIPAALOVTOG Yoo okomovg TpomOnong (Alina Ghirvu, 2012).
e In game advertising

H "in-game advertising" eivat po S10.pnUOTIKN TPAKTIKH TOV EVEOUATOVEL S0P LICELS
péca oto mepPdAiov evag mouyviowov. Avti va givor aveEdptnteg amd to moryvidl, avTég ot
dwpnuicelg eppaviCovtol pésa 6to mayviol 1 1o ekovikd TePPAALOV TOv, it 1e OMTIKO €lTE e
OKOVOTIKO TPOTO. Mmopohv va gival SopNUIGES TPOIOVT®V 1 VANPECIDYV, GLVEPYACIES LE
etoupeieg N mpowbnon mepiexopévov. Zvvnbwg, o otdY0g givarl vo evompatmbodv 6To Toyviol

YOPIg v S1KOTTOVY TNV EUTELPIO TOV TOLKTN 1) VO TPOKAAOVYV SVCOPECKELA.
e  TVmor dra@npIoNg EVTOS TALYVIOLOV

H dwenuion evidég tov mouyvidowod upmopel va xoatnyopromombei ce 000 Poacikéc

KOTNYOPIES: OTIG OTATIKEG SLOPNLUUCELS EVTOG LAY VIS0V, TOL onpaivel 6Tt Tapapévouy ideg kibe
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@opd oL TaileTon To TOYVioL, Kot SUVOUIKEG LN UUGELS EVTOG TOYVIO00, TOL CTUAIVEL OTL M
Stpnpion pmopet va, aAAAEEL LEG® GVVOEGNC 6TO dLadiKTLO Yo Vo amevBuvOel oe KAOe TaikTn

Eeyoprotd (Alina Ghirvu, 2012).

4.3. Avvapukn) dSte@ipion €vrog Ty viowov

Ot dvvopkég dtaenuicelg eviog mouyviolol eivor TPONYUEVEG OOPNUICTIKEG AVCELS TOV
UTOPOLY VO TPOGAPUOGTOVV SUVOLIKG COLPOVA e SAPOPES TOPAUETPOVS Kol GLVOTKES. AVTEG
ot mapdpetpol pmopel vo TeEPAaUPAvovy TN Ye®YPOEIK Tomobesion Tov TaiKT, TNV AP TNG
NUEPAS, T YAMGGO oL XPNOLUomolel 0 ¥poTNG, TO €Minedo mPoddOL 61O ToyVidL Kot GAAES
TANPOPOPIES TOV OVTAOVVTIOL OO TOV VTOAOYIGTH 1 TV KOVGOAQ Totyvidlov, oAAd Kot omd

PN O TIKEG TAATEOPLES KOl TO S100TKTLO.

S PREES TVE FTRRT SITION TD RS UF THE LAME MESe.

W WSS TVE SELITY WITTON TD VW VIS

Ewova 3: Jordan L. Howard, www.rapidfire.com

Me Vv €Qapuoyn aLTOV TOV TOPAUETPOV, Ol OPNUicES umopohv va glval TOAD o
OTOXEVUEVEG KOl OTOTEAECUOTIKEG GTOV GTOYXO TOVG, dtac@oiilovtag 0Tt o1 ypnoteg PAEmovV
dtpnuicelg mov givor mo mlavo va Tovug eVOaPEPOLY. AVTO UTOPEL VoL 0ONYNGEL GE LEYOAVTEPO
EMIMEDO GLUUETOYNG AT TOVS XPNOTEG KO GE LEYOADTEPT] ATOTEAEGLATIKOTITO TWV S0P LUGEDV.

Emniéov, ot odvvapkéc dwenuicelg pmopovv vo  oAAALOLV  cLVEXDS Kol Vol
TPocaprolovTal 6TIg dALAYEG 0TO TEPPAAAOV TOV TaLYVIOLOD, OTIMG VEN TEPLEXOUEVA 1] EKOOCELG
TOV TTOYVIOL0V. AVTO EMTPENEL GTOVS OLAPTUIOTEG VO OLATNPOVV TV ETOPN LE TO KOO TOVG LUE
ovveYElg Kat EMTKOPES OLUPNUIGELS, TPOCPEPOVTOS L0 LOVIUT TTNYT €500V Y10 TOVG TOPAYWYOVS

nayvidwwv (Alina Ghirvu, 2012).
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o XTOoTIKI| OO uIOoN

Ot ototikég Stoupnuicels evidg moryvidloh eival KOOIKOTOMUEVES KOl TOTOOETOVVTOL O
TWVOKIOEG KOt TTOVO, OO GTO LEVOD TOL TOLYVIO00 Kol To, LEVOD GpOpTmong. ['evikd, o xpnotng
umopel va oANAemdpdoel pe Tig mvakidoeg 6mov tomofeTovvian ol JlPNUicEl, oNUATL 1
OVTIKEILEVO TTOV €1GAYOVTAL GTO TTayVidL, Yo va £xel TpoGPacn o€ TANpoPopiec mov oyetilovtan
LLE TNV TAOKN TOL Tl VIOloV.

H otatikn dwwenquon evtdg tov moyvidlod EVOOUOTMOVETOL GTOV VTOAOYIGTH KOl TO
Brvteomayvidl TPV TV TOANGCT TOL TOLYVIOLOD KOl OEV EMTPENEL KOUIO LETOYEVEGTEPT) AAALYT).
Mo mopdderypa, amd v Kuklogopio Tov moryvidwd ayovev avtokvitov Need for Speed
Carbon, o avtokivnto Tov gueovilovtot 6To Toyvidt Vol EIKOVIKA avTiypopa TV TPayHITIK®OV
HOVTEL®V QTOKIVATOV. X £va GALo Ttatyviol, 1 kotaviiwon tov Red Bull energizer mpovmobétet
TNV UETAPAOT) TOL YOPAKTPO GTO EMOUEVO EMIMEDO TOV Ty VIdLoV. Avtdg 0 THTOg dropnicewy
EVTOG TOY VOOV OLEVKOADVEL TN YPNYOPN Kol TOAD OMMOVPYIKY £VIaEN TV TPOoidvVIMV Tov

npowBovvron (Alina Ghirvu, 2012).

-~

i
ﬁ: 138 530 410

Value 0

= e < BMW M3 GTR

Ewkova 4:Need for Speed Carbon, www.nfscars.net

e Advergame

Ta advergames eivot oy vidlo oYeSAGUEVA EWOIKE LE GTOYO VO, EXNPEACOVV TIG GLVHOELES
KO T GOUTEPIPOPE TV Katavolmtdv. Eva mapaderypa eivor to moryviol Bivteo "Get the Glass™,
70 0moio dMuovpYNONKE Yo va TpowBncel v katavaiwon yaiaktog otig Hvouéveg TloAteiec.
"Eva dAho mopadetypa eivar o "Red Bull Formula Face", 6nov ot maikteg pmopovcav va eAEyyovv
T0 Toyvidt pECH KWVNOEMV KOl EKOPAGE®MV TPOCMOTOV, YPNCLLOTOUDVTAG TEYVOAOYin

avayvVOPIoNS TPOSHOTOV.
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Ewkova 5:Red Bull Formula Face, www.devilsmmo.com

H Boown dapopd peta&hd advergaming kot in-game dwopniuong eivae 6Tt to, advergames
givol mpooapuocuéva moyvidln Yo v mwpodbnorn mpoidoviwv 1 brands. v ovcio, T0
TEPEXOLEVO TOVG £IVaL GYESAGIEVO LLE TETOL0 TPOTO MGTE VaL EVICYVEL T BETIKN avTiAnymn Kot T1g
CLVOLCONUOTIKEG GUVOEGEIG TOV TOUKTMOV HE TO ovykekpuévo brand M mpoiov. Emumhéov, ta
advergames cuyva KahoOV TOVG TAIKTES VOL EYYPAPOVY KOl VO, LOLPAGTOVV TO, GKOP TOVG, £TCL DOTE
01 S0P GTEG VAL LITOPOVV VO, GUYKEVTPMGOVY OEG0UEVA. Y10l TOVG TOUKTES KOl VO TPOCAPHOCOVY
T1G SPNUICTIKEG TOVG TPOoTAOELES GE ATOKO £Mimedo.

Yuvenmg, To. advergames omoTteAOVV [0, TPOTOTUAN KOl OTOTEAEGHOTIKY HEDOSO
npomdnone, kobmg ovvévdlovv T dSwokédaon pe to marketing, omuovpydvioag Eva
QTOTEAEGLOTIKO KO OVETITNOEVTO TPOTO VAL TAGOVV Ot dapnpicelg oto kowvd (Murat AKTAN,

Ahmet KOCAK, 2020)

4.4, Ba.o1koi TOTOL ALY VIOL®V

Ta video games katnyopronolovvion cuvibmg Pacet dSidpopwv kprtnpiov, OTOS 0 TPOTOG
TOLVIO0, 1| TAUTPOPLLOL, 1 TPOOTTIKN TOL kT, Kot GALa. H katnyopromoinon avtr| Bonbdet
TOVG TOKTEG VO EVTOTILOVY €DKOAN TO TOLYVIOLOL TTOL TOVG EVILAPEPOLY KOt VAL KATAVOOHV TO £100G
TOV O VIS0V TPV TO AyOPAGOLV 1) TO TAiEOVV.

O KOp1ot TpoéTOL Katnyoplomoinong meptlapupdvovy ta moryviolo d0paong, TEPIETELNG,
TAQTQOPUOG, CTPATNYIKNG, TPOcopoimong, malk, Kot dAla. Kdbe xatnyopia €xel tar 01k g
YOPOKTNPIOTIKE Kol €ivol oYedloUEV YO0 VO KOADTTEL OPOPETIKE VOLOPEPOVTA KO

TPOTUNGCELS TV TokT®V. [Tapakdteo ovoaivovior pepikoi on’ Tovg Pacikodc TOTOLG TV
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i) Tlouyvidwe Apdong (Action Games): Xto mouyviow opdong, o maiktng cvvidmg

avaAapPavel Tov EAeYY0 €VOG YOPOKTNPO Kol OVTILETOMILEL S18POPEG TPOKANGELS
Om®G pHayes, aymves, kot €x0povg. AvaAapPavovv amocTOAEC TOL TPEMEL Vo
OAOKANPMOGOLV, €ITE Y10 VO OTOKTHOOLV YPNUOTA, €iTE Yo va. EEKAEIOMGOVV VEEG
OOGTOAEG 1 OVTIKEIPEVO TTOV €lval AmopOiTnTO Y10l TOV XUPOKTPO TOVS. ZuviOmG,
VILAPYOVV OTTAL. TOV ATALTOVVTOL Y10 TNV ENMITEVEN TV 0mosToADV. EmmAdov, | umdpa
Comng oty 006vn delyvel TNV KATAGTOGT TOV YOPOKTN P, EMTPETOVTOS GTOV TOIKTH VO
napaKoAovOel TNV vyela Tov Katd ™ d1dpKela TOL ToryVidD. Mmopohv va xwpioTtovv
o vrmokatnyopies O6mwg to moyvidww mupoPoicpov (shooter games), moryviow
mhateopuog (platformers), wor mouyvidw meputételag Opdong (action-adventure
games) (el.wikipedia.org).

[oyvidw Iepméterng (Adventure Games): Xto mouyvidlo TePUTETENS, O TOAKTNG
eepevva €vav eKovikd KOG, ADVEL Ypipovg, GLAAEYEL avTikeiieva, Kol okolovBel
pio 1otopio. Zuyva £Xovv EUEOcT GTNV aerynon Kot v avdmtuén tov yapaktipa. O
TaikTNG £YEL TOV EAEYYO TOL KOPLOV YOPOKTHPO TOV TOLYVIdL0D, 0 0moiog Umopet vo
OAANAOETIOPA LLE TOL AVTIKEILEVA TOV TTEPPAAAOVTOC TOV KOl VO ETKOWVOVEL [e AALOVG
xopokmpes. Ta moyvidlo mepurételog KaAOTTOUV o evpeia YKALa BepdTmv, 6Tmg N
QovTacio, 1 ETGTNHOVIKT] GOVTAGia, TO HUGTHPLO, 0 TPOLOG, Kot 1| KOU®Oin 1 1 odTipa

(el.wikipedia.org).

Ewova 6: Etkova tng Funcom kot avéBnke otnv Bikutaideta aro tov George Balatsos

iii) TTouyvidw MMioteoppac (Platform Games): Xto mwouyvidio TAATEOPUOG, O TOIKTNG
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KWVElTOL Kot OAANAOETIOPA UE €vov KOGUO TAATQEOPUOC, TNOMVTOG OVAUESH GE
TAATQOPUES, ATOPEVYOVTOG EUTOOL KOt £XOPOVG, Kol GLYVE CLAAEYOVTOG OVTIKEILEVAL.
[Mapadeiypato teptrappavovy ta Super Mario kot Sonic the Hedgehog (idtech.com).

Iv) TMoyvidwe Ztpatnywkng (Strategy Games): Xto moyvidlo GTPOTNYIKNG, O TOIKTNG
AaUPAveL amopAGELS Y10, T SLYEIPLOT TOV TOP®V, TN ONUIOLPYIO GTPATNYIKOV KOl TNV
enitevén TV oTOY®V EMIAEOV OMOITOVV EMWOEEINL GKEYT Kol OYEOOUO Yo, Vol
emttevyBel n vikn. Katd xdpo Adyo, o maiktng mpénel va oyedidoel o oelpd amod
EVEPYELEC Y10L VO, OVTILETOTIGEL EVOV 1) TEPIGGATEPOVS OVTUTAAOVGS, e 6TOYO GLVHBWS
mv e€acBévion tov duvhpedv Tovg. H emruyia emtuyydvetol HEG® TG GTPOUTNYIKNG
KOLL TOV TTPOVOLLOVYOV GYEOAGLLOD, VD 1 TOYN Ttailel Aydtepo onuavtikd poro. Xto
TEPLOCOTEPO TTALYVIOIL GTPATNYIKNG, O TOUKTNG EYEL O OVADTEPT ATOYN TOV KOGLOV
TOV TTOYVISLO KoL EAEYYEL EUUECA TIC LOVADEG TOV TTay VIS0V UE TIC EVTOAES Tov. Ta
oy vidla ovtd cuvnBmg mepAapPavouy oTotyeia TOAELOL g d1dpopovs Badpovg Kot
oLVOLALOVY TOKTIKES KOl OTPATNYIKEG EKTIUNGES. EmmAov, ektdg amd T pdym, cvyva
TPOKOAOVV TNV IKOVOTNTO TOL ToUKTN va e&epevvioet | vor d1evBvvel pia otkovopa.
Mmnopovv va givor oe mpaypatikd ypévo (real-time) 1 oe oTpatnyikd ypovo (turn-
based).

Ewkova 7:Age of Mythology, gameworld.gr

V) Tloayvidwa IMpocouoimong (Simulation Games): Xta moryvidie Tpocopoi®wong, o
ToAKTNG MMUEITOL [OL TPAYHLOTIKY PACTNPOTNTA, 0TS 1| 00NYNON OVTOKIVITOV, 1
KOAMEPYEWD QUTAOV, N M Olayeipion emyeipnong. Avtd to moyvidi pUmopovv vo
KOAOTTTOLV pol evpeion ykapo Oepdtov, amd TiG oxE0Elg aTOUMV HEXPL OAOKAN P
owoocvotiuata. o mapdodetypa, va moryviolr tpocopoimong pumopet va 6Tidlel 6N
OUVOIKT  OVOUESH OTO OTOMKE TPOCHOTA Kol OTIS OAANAETOPACELS TOVG,

EMTPEMOVIOG OTOVG TOIKTEG Vo €MNpedoovy TNV €EEMEN TV OYECEMV OLTAOV.
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Avrtictoyya, pmopel vo TPOGOUOUDVEL OAOKANPO OIKOGLGTNUATO, OOV Ol TOIKTEG
mpemel va dwyepilovtan d1popovs TOPAyYOVTIES Yo VO LTPGOLV TNV 1GOPPOTIa

ko TV appovia. (http://wps.prenhall.com)

Ewkova 8: My Time At Portia -gameinformer.com

Vi) Mayvidio Magh (Puzzle Games): ta maryvidio mal), o moiktng Aver S14popovg

ypipovg N malk Yoo vo TPOYWPNOEL GTO TOLYVISL, TOPEYOLV GTOV TOUKTN MPEG
oTPATNYIKNG Kot emilvomng mpofAnudtwv. O oyedoct Tpénet vo TapExel Eva oy viotl
OV VO GLVOLALEL TAPOVGIACT] VYNANG TOLOTNTOG LE KOAG LEAETNLEVT] UNYOVIKT KO

aAnienidpacn moryvidov (http://wps.prenhall.com).

vii) ITayyvidwa poAwv (Role-Playing Games 1 RPGS): Ta motyvidia pOA®v amoteAody éval

€100¢ A vio100 61OV 01 GLUUETEXOVTES VIOOETOVV TO POLO PAVTIUCTIKMOV YOLPUKTI POV
Kol ouvepyalovtal Yo vo. dSNUOLPYGOLY 1 Vo TAPAKOAOLONGOVY 1o OPOCTIKEG
otopieg. Katd ) didpketo Tov moaryvidon, ot Taikteg AapuPavouy amopacels yio Tig
EVEPYELEC TOV YOPOKTHP®V TOVG, HE PACT TOV GYESACUO KOl TOLG KOVOVEC TOV
nayviolon. Ot amodoelg ovtég kabopilovv v mopeio ™G 1oTopiog Kot TO
amotélespo Tov moryviowd. Eivar cuvifog moyvidin eavtaciog M pecoimvikd
oy viola OTToL 0 TaiKTNG SAEYEL Ie TOLOV YopakTNpa Oo TaiEel Kot Toteg tkavoTNTEG

Ba &xel avapeosa oe pia AMota mbavov emAoymV

viii)  Ta Sport Games givar moyvidl TOL TPOGOUOIOVOLY OOAUATA OTT®G TO

T00OGPLPO, TO UTAGKET, TO YKOAP 1) KO OYDVES TOYVTNTOGS LE ALTOKIVITO, POPLOVA

1 HMYOvES.
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4.5. Tomow Gamer

O 6pog "maikTng" avaEépeTar 6€ YOUTIOTEG TOV OGYOAOVVTAL LE O10. OPUCTIKA TTayvidia
Omwg ta frvteomayvidia, ta emtpamélio Toaryvidlo pOA®V Kot Ta oy vidla Kaptdv mov Pacifovrot
oT1g 0e€10tnTeg. Avtol o1 Taikteg amoAiapfdvovy To gaming Yo LEYAAO YPOVIKG SIOCTNHOTO KoL
ovyva eivat avToy®VIeTIKOL, avToymviCOUEVOL Yo yprpato, Bpofeia 1| amAd yio v evyapictnon
TOV OVTOY®VIGHOD Kot TNG VEEPPaong eUmodimv. Xe optopéves yopes Onmg 1o Hvouévo Baoiielo
Kot 1 Avotporia, 0 0pog "moyvidl" pmopel vo avapEpETal ETIONG GE VOULLOTOMUEVE TUXEPEL
oy vidia, To omoia propoHv va. eivol T060 Tapadoctakd 660 Kot YneLoKd.

Ot maikteg avTol cLVNOBMG GLYKEVIPAOVOVTOL GE O1APOPESG KOWVOTNTES TOKTMV GE POPOVLL
Awdiktoov, ewovikég kowvotreg YouTube v Twitch kon mpocwmikég Kowvwvikég opdoss.
Apketol €yovv peTaTpEYEL AVTO TO YOUTL GE EMAYYEAUOTIKY] dpACTNPIOTNTA. ZVUEOVO UE
extymoelg tov 2021, vrdpyovv mepimov 3,24 dioekoToppvplo. woikteg o€ OAo ToV KOGHO.(
en.wikipedia.org)

2TV KOWwOTNTA TOV gamers VIAPYOLY TOAAN €101 TOKTOV LLE SLOPOPETIKA EVOLAPEPOVTOL,
TPOTIUNGELG Kot 6TLA Ty vidlov. Kamoteg kowég katnyopieg mouktmv mepthapufdvouy:

= Casual Gamers: Avtoi ot maikteg mailovv yo yoyoyoyio kot Stuokédacn ympic va

APLEPMVOLY TOAD YPOVO oTa oy vidle. XvviBmg mpoTiovV maryvidl mov eivor ehkoA
npocPaoipa Kot amAd va morytovv. Ot casual gamers cuyvd amolappdvovy moryvidio wov
pmopohv va TaiEovy yio PKPES XPOVIKEG TEPLOOOVS, YWPIG TNV AVAYKT VO ETEVOVCOLV
peydAo pEPOG Tov ¥pOGVOL TOVG 1 Vo, amalTeiTan TOAVTAOKY eKpdOnon tov moryvioov. Ot
naikteg avtol pmopel va gival EVIEA®S VEOL GTOV YDPO T®V TayvVidldv 1 va mailovv emi
xpOVIO, OAAG avalnTOUV OAG TEPIETOTEPT YOAAPWOGT) 1} O1OGKEDACT| TOPE OVTUYMVIGTIKN
npdxAnon 1N eppdbovvon oto moryvidl. Xvvolikd, ot casual gamers amote AoV i gvpeia
Kol TOWKIAN opdoa ToKT®V oL omoAapBdvovy T SCKESACT) TOV TPOGPEPOLY TOL
Tarvidlo yopic mv avaykn yuo Babiég apocudaoelg | cuveyn oviaymviotikotnta (Tama
Leaver & Michele Willson, 2016).

= Hardcore Gamers: Avtoi ot moikteg £ivat o APOGIOUEVOL GTO, TALYVIOL0L KOl APLEPDVOVV

TOAD ¥pOVO Kol EVEPYELDL GTO gaming. XvvNOmC TPOTIHOVV TouyVidld e TPOYWPMNUEVT
dvokoria kot fadid ypagikd. Avtol ol TaikTeS £ival TO APOGI®UEVOL GTO gaming Ge KAOE
TTUYN TOV, OTMG PaiveToL ad TOV LYNAO BabUd GUUIETOYNG TOLG OTA ALY VIO, TOV XPOVO

TOL QPLEPMVOVV KOl TO EMTEVYHOTE TOLG MEoH oTo moryvidle. Avtol ot maikteg
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aPLEPDOVOLY GNUOVTIKO PEPOG TNG LONG TOVG 0TO TaUEI0 Ko ETEVOVOVY apKETO ¥POVO Ko
ypnpoato oto woyviola. Iapd to yeyovog 0Tt etvan 1 ikpdTEP OUASN TUKTAOV, OTOTELOVY
TOVG TPMTOTOPOLS GTA, ToLYVidlo Kot cupPaiiovy oto va kabopicovv v gumepia yo
TOVG VITOLOUTOVG TAUKTEG PLECH TNG cLUTEPLPOopag Tovg.(F.Baumann,2018)

= eSports Gamers: Avtol o1 TOIKTEG GLUUETEYOVV OCE OVTAYWOVIOTIKA 7moyviolo Kot

abiquata, o6ntmg to League of Legends, Counter-Strike: Global Offensive, ko1 Dota 2.
AQiepdvouv TOAD ¥pdvo oty ekmaidevon kat T PeAtioon TV dE10THT®Y TOVG Yo VL
AVTOYOVIGTOVV O€ EMOYYEAUATIKO eMinedo. Ot TOiKTEG TOV GVUUETEXOVY GTOL eSpOrts £XOVV
avéndel Tayéwc v tedkevtaio dekaetio kot mAéov vrepPfaivovv toug 100 exatoppvplo
naykoopiog. Ot apolPés TV TUKTOV TOV TPOCPEPOVIOL GTO EMOYYEALATIKA esports
yivovtor A0 Kot TO EMKEPONG, UE TOALDV EKATOUUVPIOV doAapimv Emabia. AdY® TG
TOPOYNS OAO KOIL TTLO CTUAVTIKOV EEMTEPIKMOV OVTAUOPDV, TO €SPOrts TapEYOVV TAEOV Ll
Buooun dvvatdmra amacyoinong, wwitepa Yy 6G0vg amokToOv VYNAO eminedo
teyvoyvooiog (M. A. Pluss,2022).

= Exploratory Gamers: Avtoi ot maikteg amoAapupdvouv va eEgpevvoiv To TepBAALOVTO Kot

TOVG KOGUOVG TMV TOUYVIOIDV, OVOKOAVTTOVTOG KPUUUEVO, HVGTIKE KOl EVOLUPEPOVTES
tonofeciec. Eival tpocmmikdtTeg TOV KIvTomolovvTot omd Tig SuvaTdTNTEG £EEPEHVNONG
OV Toryvidoy kot BEAovv va gufabivouy e AEMTOUEPELES KOl VO KOTOVOT)GOVY TOVG
EMUEPOVG UNYOVIGHOVS TOV Tayvidtov (Bartle,1996).

= Social Gamers: Avtoi ot ToikTeg amolouBAvoVy TO0 gaming ¢ KOW®VIKY dpooTnpLoTnTO,

ocvvnBug mailovtag moryvidla pe eilovg 1 online ce multiplayer mepifdArovta. Avti n
OUAd0 TOKTMV EKONADVEL EVTOVO EVOLAPEPOV YL TNV EMKOWVOVIN [LE TOVG GUUTOIKTEG
TOVG, TNV TPOPOAT] TOV EMTEVYUATOV TOVG KOL TNV AVTIANY™ TOL KaBevAS Yo 10 KaBeGTDG
Ko TG €MOO0ELS TG EVpLTEPTS opddag (Bartle,1996).

= Narrative Gamers: Avtoi ot maikteg €6TdloVV GTIC 10TOPiEC KOl TNV AQynon ot

moyviowe. Avalntobv moayvidw pe mAovoles, evolaeépovoeg kot Pabiég 1otopieg. Ta
oy violo Paciopéva 6e apnynUaTIKG ototyeia £xovv peydan dvvaun oto va evhapphvouv
TOVG VEOLG VO AVTILETOTICOVV SAUPOPES OMTIKES, KAODG EVOMUATOVOLV YOPUKTPES KoL
AAANAOETIOPOVV dlooKeESAOTIKA LE TIG 1oTopies. [T€pa amd v amhr dourn Tov Taryvidov,
ToL O VIO oVTA PUIopovV Vo evOappHVOLY TOLG VEOLG Vo V1I0BETHGOLY TO POAO TOL
TPOTAYWOVIGTI], VO OVTILETOTIGOVY TPOKANTIKG BEpaTa Ko v emekteivouy ta dplor g

aenynuatikng epmelpiag (J. Theodoulou, Jen Scott Curwood, 2023).
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4.6. Bipmoypagui) avaockonnon

To 2019 n Angelina Chernikova ka1 o Murilo Branco am6 v lomavia ékavav pio épevva
ue titho «TomoBEétnomn mpoidvtog 6e Tayvidlo LVTOAOYIGTH/PivTeo: avdALGN TOL AVTIKTVTOL GTNV
amdPacT ayopds TV TEAUTOV». AVt N épevva e€etdlel TOV TPOTO WE TOV 0Toi0 1 TomoBETNnoN
TPoiovTv oe Prvteomayvidle emmpedlel TG omoPAcEl ayopdc Tov moktov. H €pegvva
EMKEVIPOVETAL GE dVO OO T INUOPILESTEPQ T Vidle 6T GOyypovn emoyn, To FIFA 19 kat to
Final Fantasy XV. Mehet)Onke éva delypa 465 atdpmv Yo vo Katavondovv ot mapdyovies Tov
eMNPeALOvV TIG OYOPACTIKEG TOVG ATOPAGELS, AoUPAVOVTOS LTOYN TNV EMLOPACT) TNG TOTOOETNONG
npoiévtwv. To mhaicto g £peuvag PacioTnKe Kot GE TPONYOVUEVES LEAETES KOl GUVEKTILMVTOG
M onpocio ToiAwv Topaydviemv, 0TS 1 TOOTNTO TNG EIKOVIKNG TPAYUATIKOTNTAG Ko 1
oLYVOTNTA OYOPDOV.

H perétm ypnotponoinoe kot BETIKIGTIKT Kot EPUNVEVTIKT EMGTHOAOYi0. MeAleToave )
xpNoMN TS tomobETnong tpoidvimy oe dVo Pvteomaryvidia, o Final Fantasy XV kot to FIFA 19,
Kol avoADGOVE TNV EMIOPOCT TNG GTNV AYOPAGTIKY] GUUTEPIPOPA. XPNGILOTOONKE TOGOTIKY
TPOGEYYION Y1 T GLALOYT Kol avAAVGT) 0E0OUEVMY, e epyareia OTtmg To PLS yio ™) otatiotikn
avdAivon.

Avto mov ocvumépavav givar 0tL, 1 TomoBétnon mpoidviwv oe Prvteomaryvidia sivor
OMUOPIANG Kot YeEVIKA amodidel Oetikd amotedéspata. Ta aroteAéopata g HeAéTng deiyvouv 0Tt
o1 olkTeG lvo evyaploTNIEVOL LE TNV TOTOOETNON TPOTOVIMV KOONDS VT EVIGYVEL TO PEAAGHLO
TOV TOLYVIOOD Y®PIG Vo TOVG AmOoTd amd TV eumepio Tovg. H avtidpaon tovg mpog Tig
Swpnuldpeveg pbpkeg etvor Betikn, epdcov apopd Kupimg EVAAKOLS Le VYNAO EKTOLOEVTIKO
eninedo o1 omoiotl uropovv va kévovv akpiéc ayopés. To kAewdi ivar  avbeviikn Tpofoin twv
St uLOLEVODVY TPOIOVIMV GTO TOLyVidl, Tov gvicyDel T BTk avTidpoon TV TOIKTOV Kol
mhavag evBappHvel ayopéc.

10 apBpo twv Adams, Henley xon Tims (2017) e£etdlet TV OMOTEAEGHATIKOTNTO TOV
dwenuicewv péca oe Prvreomaryvidole kol TOV TPOTO MOV EMNPEALOVY TNV OYOPUCTIKN
CLUTEPIPOPE TOV TAKT®V. Me TN Xp1oN HOG TOGOTIKNG TPOGEYYIoNS Kot 01eE001KNG OvIALGNG
dedopévav, 1 HEAETN avarveL TG vToBEaelg Tov £yovv mpotabel Kot 1o TAaiG10 ToV avarTHYONKE
omv épevva. H peBodoroyio mepthapfdvel v ypnon epOTNUOTOAOYIOV Yid THV AVAALGT TOV

€101KOV OVTIKTUTOV TV SOUKMV GTOLYEIDV, EVM Y10, TN GTATIOTIKN AvAALGN ¥PNCLOTOONKE TO
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Aoyiopko PLS yia v avayvodpion sopnpéveov HoviéAwv e£lccemv Kot TNV LIOSTAPIEN TNG
avéilvone mopaydviwv. To copmepdopato g peAég vroypoupilovv ) Betikn avtomdkpion
TOV TUKTOV OTIG SN UICEIS LEGO GTO TOLYVION, EVIGYVOVTAG TN PEUAIGTIKOTITO TOVG KOl UMV
emnpealoviag apvnTikd To gameplay. Avtd To €VPAUOATO TOPEYOLV CNUOVTIKY KOTavonomn
OYETIKA LE TOV TPOTO TTOV 01 SLOPNLUGELG UTOPOVV VO EXNPEACOVY TNV OLYOPACTIKT) CUUTEPLPOPEL
TOV ePNPov Kol TPoteivouy MOAVEG OPNUOTIKEG OTPATNYIKEG ToL O pmopovoav vo
WPEANGOVV TIG EMYEPNCELG TOV GTOYELOVY GE AVTO TO KOWVO.

To épBpo twv Reijmersdal, Jansz, Peters kot Van Noort (2010) gpevvd Ti¢ emdpdoelg Tmv
JldPACTIKOV TOMOOETNCEDY EMOVVUOV HOPKOV o€ online moyviold OTIG YVOOTIKEG,
cuvaeONUaTKEG Kot TIG avTdpdcels ot cuumeplpopd TV modiwv. H peiétn ypnowponotel
TOGOTIKN TPOGEYYIOT Y. VO, OVOADGEL TOV TPOTO LE TOV OTOI0 1 Ol0OPOCTIKY OLPNUIOT
emmpedlel TV avtiAnyn Kot T COUTEPIPOPE TV TOOLDV.

H pebodoroyia meprrappdvet T xpnom epoTNUATOAOYI®OV Y1 T GLAAOYN OEOOUEVAOV OO
T TOUOLE KoL TV OVAALGT TV OMOTEAEGUATOV PE 6TATIOTIKEG peBddovg. Ta epotnuatordya
€0TIALOVV OTIG YVOOTIKEG OVTIOPACELS TOV TOODV OYETIKO HE TIG UOPKEG TOVL  TOVLG
TaPoLGLALOVTOL GTO O VIO, TIG GVVALGONUATIKES AVTIOPACELS TOVS KOl T GUUTEPLPOPE. TOVG
TPOG TIG LAPKES AVTEG.

Ta coumepdopota g peAétng delyvouv OTL Ol SAOPACTIKES TOTOBETHGES HAPKOAG O
online moyvidl emmpedlovy GNUOVTIKAE TIG OVTIOPACELS TOV TOLdIDV, TOGO YVOGTIKA OGO Kol
ocvvaloOnuoTiKd, KoOdg Kol TN CGUUTEPLPOPE TOLG TPOG TS WHAPKESG avtés. EmutAéov,
VILOYPOUPICETOL 1] AVAYKT) Y10 TEPULTEP® EPEVVO GTOV TOUEN ALTO TPOKELLEVOL VO, KOTOVOT|GOVLLE
TAMNPOS T EMOPAGELS TNG OLPNUONG OTY] GUUTEPLPOPH TOV TOUOIDV KOl TIC EVOEXOUEVES
EMUITMOGELS GTNV KOTOVOAWMTIKT TOVG GUUTEPLPOPAL.

To apBpo "Understanding adolescents' responses to the 'cool' factor of advergames: An
elaboration likelihood model perspective" twv Bergen, K. M., & Jocoy, C. L. (2015) e&etélet tov
Tpomo pe tov omoio ot égnPotr avtwdpovv otov "cool" mapdyovia twv advergames,
YPNOUOTOIDVTOS TO LOVTELD emeepyaciog emyelpnudToy g edoyiotng teBovg. H pedétn avtn
€oT1alel 6T0 TAOG 01 £PNPot avtihapfdvovtal Tnv eAKLeTIKOTNTO TV advergames Kot Th oVTo
emnpealel TV OVTIANYY TOVG KOt TN GUUTEPLPOPE TOVS MG TTPOG TNV AyoPd.

H pelétm ypnowomoince epomUOTOAOYIL 1 TEWPARATIKES LeBOOOVG Yoo TN GLAAOYY|
dedopévov amd epnpouvg oxeTikd HE TIG OovTOpdoel tovg ota advergames. X1 GLVEYELD,

avoAlvOnkay Ta dedopéva Le oTOYO Vo £E0XO0VV GUYKEKPILEVO EVPNUATO CYETIKA LE TN OXEOM
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peta&y tov "cool" mapdyovta twv advergames kot TN AVTIANYNG Kol GUUTEPIPOPES TV EQPN|PmV.

Ta cvumepdopata TG LEAETNG OVOPEPOVTAL GTO TG 1 EAKLOTIKOTNTO TV advergames
emnpedlel TG OVTIMYELS KOl TIC GUUTEPLPOPEG TV ePNPOV OC TPOS TNV  OYOPUGTIKY|
ocvumeprpopd. Emiong, avaAdovv ) onuacio autdv TmV EDPNUATOV Y10 TOV TOUEN TOV HOPKETIVYK
KoL TG OlpN oS, KaOMS Kol TUYOV EQAPUOYEG TNV TPAEN.

To apBpo "Rethinking online video audiences: The impact of video content and
advertising on viewer engagement" ££etdlel Tov TPOMO LE TOV OMOIO TO TEPLEYOUEVO KOl Ol
dwpnuicelg oe online Pivteo emmpedlovv v eumhoky] TV Oeat®V Kol TNV OTN(NON TOV
TEPLEXOLEVOL. AVTI 1] £pELVA GTOYEVEL VO AVOKOAVYEL Lo GYE0N HETAED TG daprong Pivteo
Kot TG TPABeoNG ayopds Tov meEAdTN Kot etvar amapoitntn yio v aEloAdyNomn ToL avTikTuToL
TOV TPEYOVCMV TPUKTIKMOV Stoprjong Bivieo oTic TpobEcelg ayopas TV KOTAVIADTOV.

Ot petapAntég mov oyetilovtal Le Tn SN LGeT TOL XPNCIHoTOONKaY 6T LEAETN givat
N EAKLOTIKOTNTO NG OPNIONG, 1 TEWTIKOTNTO Kot 1 gvarcOnromoinon. H avdivon
oLykévTpwoe 535 anavinoelg and to delypa mov meplopictnke oe portntég and to [avemompo
™m¢ Kovdha Aovumovp - Malaiowavd Ivetitovto Teyxvoroyiag ITAnpoeopikng (UniKL MIIT)
petald 18-29 etmv. Ta dedopéva GLAAEYONKOY pE TN YPNON £PEVVAG KOl TO OTOTEAEGLOTO
avoALONKOY  YPNOLOTOIDOVTOG TEPLYPOPIKT KOl GUUTEPAGUOTIKY] aviivon. Ot vmobéoelg
JOKILAGTNKAY LE TN SLEVEPYELX OOKIUADY CLGYETIONG.

Ta gupruata VTOGEWKVOOVY OTL TOPAYOVTIES OTMOC 1) EAKLGTIKOTNTO TG OLOPNUIONG, M
TECTIKOTNTA TNG OPNONG Kol 1 evaucOntonoinon tov daepnuicemv givor moAd mbavd vo
oLVOEoVTaL GTEVA LE TNV TPOOEN aryopds TV KATAVOAOTOV. Xvvoyilovtog, 1 EMKEVTIPMOT GTa
tplo. otoryEla mov emnpedlovy TV ayopacTikny Tpdbeon TtV katavalomtdv Ba Bonbnocet tovg
TPo®ONTEG va PEATUOGOVY TN S0P UIGTIKN TOVS QT YNOT).

H épevva tov LENG Ho Keat pe titho «A Study on the Effectiveness of In-Game
Advertisementsy» amopAénel oty mpocHnkn véwv otolyeinv otny emotnuovikn BifAoypagio yio
TNV OMOTEAEGUOTIKOTNTO TOV JENUIcEDOV HEGO OTO TOLYVIOW, YPNCLLOTOUDVTOG OOKIUEG
avayvopiong kot avaxkinons. Meletd tn c0ykpilon TV OMOTEAECUATOV UETOED TOLYVIOIDV Kot
EPELVA TNV eMOPOOT TG EUTEPIOG TOV TOUKTY KOl TOV OVTIAWYEDY TOL Y10, TO TOyvidl oto
TOGOGTA AVOYVMOPIONG KOl VOKATOTG StapnUicE®V.

H peBodoroyla mov ypnoipwomombnke otnv £€peuva €YKETO OTNV EKTEAECN TPLOV
SLOPOPETIKMV TELPUUATOV LLE TN XPTION TOL {010V EPOTNUATOAOYIOV GE SLOPOPETIKE TTaty Vil amd

tov 1010 gidove. To mpmdTo TElpapa ypnoipomoince to maryvior avtokvnitwv Corvette Evolution
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GT, 1o devtepo to maryvidr potoowkietdv Suzuki TT Superbikes kor to tpito TO TOYVIOL
avtokivitwv Gran Turismo 3: A-Spec. Ta mepduoata mepthdpfoavoay 016popes SOKIUES
avayvVmPLoNG Kot avakAnong dtuenuicewv péca omd to moyvio.

2TV EMA0YN TOV TOLVIOUDV, d00NKE TPOTIUNoN o€ abANTIKAE Toyvido aydveov, Kabdg
o1 SN icelg Tovg BempnOnke OTL eivar O PEAAMOTIKESG Kol LTTOPOVY VO, GLYKPIOOVY EVKOAITEPO.
H ovvolkn dadikacio meptAdupave ) de&oymyn mayvidldv o€ EAEYYOUEVO TEPIPAALOV Yl VO
amoeevyfel M emppon] GAAOV TOpAyOVIOV OTNV  avoyvoplon Tov  owgnuiceov. Ta
EPOTNUATOAOYIO. TOV dOONKOV GTOVS GULUUETEXOVTEG OTO Ty Vidle TepAdpPavoy emmAéov
EPMTNOELS GYETIKA LLE TN GLYVOTNTO KO TN SIEPKELN TOLY VOOV KOBMG KoL TNV avTiAnyr Toug yo
TO TOYVIOL.

Ta amoteléopato £€1Eav OTL 01 TOGOCTMGELS AVAYVMOPIONS TV SUPNUICEDV EVIOS TMV
T VIOLDOV NTOV YOUNAES, EVE dEV TOPATNPNONKE SL0POPE GTIG TOGOGTMOGELS OVAIEGH OE AVOPESG
Kot yovaikes. Qot10c0, mapatnpnOnke 0Tt N avayvopion SlenUce®mv evidg TOV ToyVIdLdV dev
EMNPENCE TNV gUnEPio TOL TOUKTN Ao TO ALY Viol, KOTL TOV OmOLTE TEPOUTEP® EPELVAL.

H épevva "Product Placement in Video Games: The Effect of Brand Familiarity and
Repetition on Consumers' Memory" avaAvel Tov Tpdmo He TOV OMOI0 1 EMAVAANYN Kot 1)
e€okelmon pe ) pbpka emnpedlovy I UVIHUN TOV KOTOVIA®TOV GYETIKO UE TIG LOPKES TOV
tonofetovvtal o€ Prvteomayvidla. ZuyKeKpEVA VT 1 LEAETT XPNOLUOTOLEL EVay TOPAYOVTIKO
oxeOGUO 2 (VYNAY EmavAANYM £vOvTl YOUNANG eTavaAnyng) * 2 (vynAn efowkeiwon pe v
ENOVLUIN EVOVTL YOUNANG OIKEIOTNTOG ETOVLLING) Yo va EAEYEEL TIC EMMTMOGELS TNG EMOVOANYNG
Kot ™G efokelmong pe v em@vopion 6T pVIAUN TOV KOTOVOA®TOV Yo ETOVOUIES TOL
tonofgtovvtal og Prvreomaryvidta.

Ta amotedéopato TG EPELVOG LIOJEIKVOOLY OTL 01 KATOVOAW®TES Bupodvtal kKaAdTepa T1g
YVOOTEG papKeg mov tomobetovvianl 610 Prvteomoaryviolr and tig dyvootec. Emiong, ot yvowotéc
pépkeg elyav KaADTEPN AITOI00T GE 0L LETPNGT AVOLYVOPIOTG LAPKAG O GYEOT LLE TIG AYVOGTES
pépkeg. Aedopévou 0Tt dev eVTomioTNKE SLOOPACTIKY EMIOPACT TNG EXAVIANYNGC, TOGO Ol YVOOTES
000 Kol 01 AyvmoTes papkeg Ba ertwpeAnBodv e€icov and v enidpacn TG ETAVAANYTG.

Avt| 1 épeuva TPOGEPEPEL GNUOVTIKY] KATOVONOT OYETIKA HE TNV OVIIKTLUTO TG
emoviAnyng kot g egokelmong g HAPKOS TN UVAUN TOV KATOVOA®TOV, TOPEYOVTOG
ONUOVTIKES TANPOPOPIES YO TIG OTPATNYIKES TOTOOETNONG TPOIdVIMV GE Prvteomatyvidta Kol TOvV
TPOTO OV O1 ETOPEIES LWITOPOVV VO, BEATUDCOVY TNV OTOTEAEGLATIKOTITA TOVG.

H épevva "The effects of interactive brand placements in online games on children’s
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cognitive, affective, and conative brand responses" gpguvd Tov TPOTO LE TOV OTTO10 01 O1UOPUCTIKEG
TomoBETNGELS HAPKOG O SLOOIKTLOKE TTatyvidlo EXNPEALOVV TIG YVOOTIKES, GLVOLGONUATIKES Kot
CUUTEPUPOPIKES OVTIOPAGELG TMV TOOUDV GTY| LAPKOL.

H pedém avardel v emnidpaon Tov d10dpacTIKOV TOToOETNoEMV NAPKAG e oLy vidlo
OTIG OVTIOPACELS TOV TOOLDV € TPELS PUCIKEG TTVYEG: TN YVOOTIKN AVIIANYT], T0 GUVOLGOT T
KOl TIG CUUTEPLPOPIKES AVTIOPAGELS. XPNOCLUOTOLEL d1dpopec LeBOd0LE Yo TNV aELOAGYNON AVTOV
TOV TTUYOV, CUUTEPIAAUPOVOUEVIC TNG TOPAKOAOVONGNS TNG OAANAETIOPACTC TOV TOOLDV [UE
T1G StapNULOUEVEG LAPKES KATA TN SIAPKELD TOV TOLY VIS0V,

[T cvykekpipéva yo ™ S0k TV LTOBEGEDMV KOl TOV EPEVVNTIKAV EPOTNUATOV
YPNOLOTOMONKE L0 NUL-TEPAUATIKY] GYEOIAOT [LE OVO TEPAUATIKEG GLVONKEG KOt Lo OpHAdoL
eAEYYOL. AVO aveEAPTNTEG OUAOEG TTOKTMV EPOTHONKOV GE dVO SUPOPETIKEG YPOVIKEG OTIYLES.
2NV TPOTN TEWPAUOTIKT GLVONKT, EpOTHONKOY TaIKTES TOL £lyav ekTeDEl 6TO TOUYVIOL TPLY TNV
EI00Y®MYN TG OOPACTIKNG TomoBEétong ¢ papkag. Ot maikteg otn 0£0TEPN MEPAUOTIKN
oLVONKN ovppeteiyavy ot peAétn Vo ePfdopades HETd TNV €100YOYN NG OOPUCTIKNG
tomofétnong ¢ napkag, mov NTav 4 eBSOUAdES HETE amd aVTOVG TOV GLUUUETEIYOY GTNV TPMTN
oLVONKN VO GUUTANPDOGOVY TO EPMOTNUOTOAOY1O.

Tavtdypova, maikteg 6TV opada eAEYYov, oL Oev elyav ektebel kaBOLov G6TO ALY VIO,
ocvupeteiyov emiong omv épevva. H opdda eréyyov epombnke tnv id1a otiypn| pe ) ogdTepn
TEPALATIKY] Opddo Yia Vo EAeyyBo0V o1 emdpdoelg TG emkowvmviag g népkag oty mepiodo
HETOED TV OVO GLALOYDOV deGOUEVOV. AV KOl OEV VINPYOV CNUOVTIKEG O10POPES HETAED NG
OLLAdOG EAEYYOL KO TNG TPMTNG TEWPAUATIKNG OULASAG OGOV apopd TIG £EAPTNUEVES LETAPANTES,
enpaviCovror dopopés HETOED TV OV0 TEWPAUATIKOV OUAd®MV, TO OTOTEAEGILOTO LTOPOVV VO
amodo0ovv oty TomoféTnon.

Ta xOplo cvumepdopato eivar 6tt 1 SdPAcTIK TOMOBETNON HAPKAG GE Touyvidwa
emnpealel Oetikd v avtiinyn TOvV Tadldv, TNV EKOVA NG UAPKAG Kol TN oKEWN Yo TN
ocoumeprpopd tovg. H otdon mpog to moyvidl ennpedleton Betikd and v tomobétnon pdpkag,
VTOONAMVOVTOS OTL Ol OPVNTIKEG EMUTTAOGELS TOL AvVAPEPONKAY GE TPONYOVUEVEG UEAETEG OEV
1GYVOLV Yol TIG SOPACTIKEG ToToOeTNoELS papKag. H mponyoduevn ypnomn g papkag petplélet
TI§ EMMTAOGCELG TNG OOPUCTIKNG TOTOOETNONG oV €IKOVAL TNG UAPKOG KOl OTN OKEYN NG
CLUTEPLPOPAS, 1O1MC Yo TO TOSLA TTOV OEV £YOVV TpoNyovUEVT eumelpio pe T phpra. Kot téhog
N MAkia dev emmpedlel TG avtdpdoelg ot Tomofetnoel pdpkag, oAAGL M okEymn Yo N

CLUTEPLPOPE EMNPEALETOL AT TNV TPONYOVLEVT] YPNON TNG MApKaG Kol TNV NAKiaL.
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Eivor onuoavtikd vo onueiwbei, ta gvpripota detyvovv 0Tt 1 0100pacTIKn Tomobétnon
pdpxoc oe moryviole pumopel va emnpedost Oetikd o Toudld Ko vo PEATUDCEL TIG TOANGELS.
Qo61660, VIAPYOLY AVNGLYIEG GYETIKA LLE TNV VOGO GIN TV OISOV GTO EUTOPIKE UNVOLLOTOL
oe OnLine mauyvido.

H épgvva pe titho «Advertising Games of Chance in Adolescents and Young Adults in
Spain» gpevvd e N SLOENULCT] TOV TUXEPDOV TALYVIOUDY UTOPEL VoL ETNPEACEL TIC OTACELS KO TN
CLUTEPLPOPE 6TO Ty VidL TV epNPrv Kot TV vEmV eviikov (E&N).

Mo va peremBel o avTiKTLTOG NG JSWENUIONG OTIS OTAGELS KOL TI| GUUTEPUPOPE
ypnowonomOnke éva oetypo 2887 lomavov E&N (12-22 etdv), ko éva avtoalohoykd
gpotnpatordylo. Katd péco Opo, ot cvppetéyovieg delyvouv o oacbevi) emidpacn ot
Slenon, ®otdso VIAPYoLV peydies dlakvupdvoels, pe ektipnon 6tt 10 11% tov E&N
avayvopilovv 0Tt ennpealovror amd ™ daenuon kot 10 5% avayvopilovv ot emnpedlovton
coPapd. Ot dvopec avtilapfdavovtol peyoddtepn enidpacn omd TG Yuvaikes, ympic va vTtapyovv
dpopés oty nhkio. Avtoi mov mailovv Pvteomaryviote ONAGVOLV Lo IoYXVPATEPT EMiOpOOT
AVTOV TOV €100VG SLUENIOTC KO OV KOl 0V TEG 0L SLopOpES OeV €ivatl oNUOVTIKEG 6TO HEYEDOS TG
emidpaong.

Ta cvunepdopata detyvouv Tt N SLETUOT TOV TOLYVIOLDOV TOYNG EMNPEALEL TIG GTAGELS
KOl TN GUUTEPLPOPA TV €PNPoV Kol Tov VéEmV evnAikeov. H dwenuion ovtig g Hopeng
vrofonfd oty KoAMEPYELD BETIKOV ATOYE®V Y0 TOV YOPO TOV TOLXVIOUDY TUYNG KOl GTNV
avénomn Tov EVOLLPEPOVTOS Y10 TOV TOUED TOV TLYEPADV ToVIOIWV 6Tovg véovs. H épeuva
AVAOEIKVVEL EMIONG OTL 1 OPNUIOT] UTOPEl Vo ETNPEACEL aKOUN TEPIGGOTEPO TOLG VEOLS LE
npofAnpate oto Prvteomoryvidla, TpodlafETOVTAG TOVG GE TEPIGGOTEPO EVEPYN GUULETOYN OF
moyviow toyne. [Hapodro mov n emidpaon g oaenuong eival oyetikd acOevig, vedpyet o
capng oyéon Hetad g ekBEcEMS 6T SILPNUIOT] KOl TG OTACNG OTEVAVTL GTO TUXEPA TOLY VIO,
KaOdG Kat pe TNV TOAVOTNTO VO GUUUETAGYOVY GE 0VTH. TEAOG, Ol EMIPACELS TNG OLLPNLLIOTG
eatvetrol va givor 101aitepa ELPAVELG GTOVG VEOLGS e LEYOADTEPT] GLUUETOYN OE PrvTeomaryvidia.

H perém "Contextual advertising in games: Impacts of game context on a player’s
memory and evaluation of brands in video games" avaldel TdG 0 TePPAAAovTiKOS TOPEyOVTOG
ota oy vidlo emnpedalet T pLviun kot Ty a&loAdynon Tov HopKoOV and Toug Taiktes. Mécw ovo
avegapTNTOV TEPIUATOV, delyvel OTL o1 BeTucol Kot apyNTIKOL TOPEYOVTES GTO oY VIOl LELDVOLY
TN UVAUN TOV LOPKOV, EVO 01 BeTikol Tapdyovteg TpokalovV To OETIKEG GTAGELS AMEVOVTL GTIC

pépxeg. Avtd to gvpnpato givol onpovtikd Yoo tov Kobopiopd tov mmg ot Olpnuicel oe
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o Violl LITopovV Vo SIIUOPPOCGOVY TNV OVTIANYT TOV TOIKTOV Yo TIG HUEPKEG Kol TAG 1M
TEPPOALOVTIKT] GUVEKTIUNOT UWITOPEL VO EXNPEACEL TNV OMOTEAECUOTIKOTNTO, TG OLPTULONG,.

H épevva amoxdivye 0Tt 10 TEPPAALOV TOL TOLYVIOOL EMNPEALEL CNUAVTIKE TN UVAUN
Kot TV aSloAdynon tov papkdv mov dwenuilovtar péca oe avtd. Ewdwotepa, to OeTid
nepBairov 0dnyel oe o OETIKN aVTIANYT TOV LOPK®OV GE GYEGT UE TO APVNTIKO Kol TO OVOETEPO
nepBairov. EmmAéov, mapatnpnOnke 6TL 1 Lviun Tov HopK®OV LEWOVETOL 6€ BETIKO Kol apvTIKO
nepPaAlov, KabmG amatov VYNAOTEPO eMinedo YVmOTIKNG Ttpocmddeiag. [Tapd tig mpokAnocelg
TOV OVTILETOTILEL ] £pEVVA, TOL EVPTLLOTOA VITOSEIKVYOVV T1| OT|LLOGT0 TNG AP UG TIKNG TPOPOANG

OTO Lo VIO KOL TV OVAYKN Y10 TEPULTEP® EPEVLVA GE AVTOV TOV TOUEO.
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Kepdioro 3

Me0Boooroyia Epevvag

3.1. Zkomog / epELVNTIKA EPOTIHATO.

Bookdg 6komdg TG Tapovcag EpEuvag amoTeAEL 1) LEAETT TNG AYOPOGTIKNG CLUTEPUPOPES

TV PPV pe v Tpoforn dwapnuicemv ota Video Games, Katd tn S1dpKelo TG ¥p1oNG TOVE.

Yotepa and v PPMOYpAPIK 0VOGKOTNGN TTOL £YIVE TOPOATAVE®, TO EPELVNTIKA

EPOTNLLOTA Y10 QLTHV TNV EPEVVE OLATLTMOVOVTUL WG EENG:

Oa oepevvnBel katd OG0 01 £enPot emmpedlovtal KATOVOAMTIKE 0md TN XPOVIKNI
ddpkela xpnong twv Video Games.

Oa depevvnbel Kotd mOco ot EenPor emmpedloviol KATOVOAOTIKG Oomd TNV
OIKOVOUIKT KOTAGTOOT TNG OIKOYEVELNG TOVG, Katd ) xpron tov Video Games.
Oa depevvnbel katd moéco ot €pnPor emmpedloviorl KATAVOA®TIKA omd
Kotavolotiky dtdfeon T@v eidmv Tovg, Kkatd ™ ypnon tev Video Games.

Oa depeuvnbel Kotd mOco ot EenPor emmpedloviol KATOVOAOTIKG Oomd TNV
npoforr| Tov dwgnuicenv katd tn ypnon tov Video Games.

Kot téhog Ba oepevvnfel kotd mwéco 1 mpoPoAn tov dwenuicenv Kotd ™

dugpkela ypnong tov video game mpokaAel evyapictnon 1 SVCAPECKELD KTA.
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3.2. Eidog épevvag

To €1d0g TG gpevVAC TOV TPAYLATOTOMONKE, OVIIKEL OTIC TOGOTIKEG AVaAVGELS. [l va
emttevyBoHv o1 TapaTavm GTOYOL KoL 1) GVALOYT TOV GTOLXEI®VY Y10 TNV £pevva, Ba ypnoiomom el
EPMOTNUATOAOYI0 KAEIGTOV THTTOV.

H mocotikn avédivon omotelel po péB0dO €pevvoc mOv YPNOULOTOLEITAL GE TOAALOVG
TolElG, ocvumepLapuPavouévay TG WYoxoAoyiag, TG KOW®MVIOAOYING, TNG OWKOVOUIKNAG, TNG
TOALTIKNG EMOTAUNG Kot TOAADV GAA®V. H Bactkn 10éa TG ToG0TIKNG avaivong elval 11 GVAAOYN
Kot M enegepyacio dedOUEVOV HE TN YPNON OPOUNTIKOV Kol OTATICTIKGOV HEBOdwV Yo va
TPOKOYOLV AVTIKEYEVIKA OMOTEAEGLOTO KOl GUUTEPAGLOTOL.

H mocotum avdivon €xel g okomd v avakdAivyn ekelvav Tov aitiov ot onoieg ivat
vrevluveg Yo TV OAAOYN TOV KOWVOVIK®OV QOIVOUEVOV, HEGH oplOunTiKng aviilvong kot
OVTIKEWUEVIKNG UETPMNONG. XT0 €100¢ TG £€peuvag avThg Xpnoomoteital pio Mo vrapyovoa
Bewpla and tov gpguvn ko avapével pio andvinon. H [Hocotikn avédivorn anoPrénet otnv
emoAnBgvon pog vtobeong LEG® aplBuNTIKOV GTotKEl®OV.

H mocotikn avdivon pmopel va mepthapfavel pebddovg 6mwe 1 cuYKEVIP®ST dedopUEVEOV
HEC® EPMTNUOTOAOYIOV 1) TOPATNPTCEMVY, N EPAPULOYT CTOTICTIKOV TEXVIKMV Y10 TNV 0VAALCT)
AVTAOV TOV O£S0UEVOV, KOL 1 EPUNVELN TOV ATOTEAECUAT®V Y10, VA ovadelyBohV TAGELS, GXEGELG N
dapopéc.(I'. TTanayempyiov,2014)

H mocotukm €pevva BacileTor 610 o6Yedacud evog epm@TNUOTOAOYIOV, dNANOT LG OLAOOG
TUTOTOMUEVOV EPMOTNGEMV Y10, T) GVAAOYN GLYKEKPIUEVOV TANPOPOPLOV. Y TTAPYOVYV OU®SG Kot
dtpopa AAla epyoireio kot LEBOSOL TOV PUITOPOVV VO YPNGILOTONHOVV Y1a T GLALOYT| TOGOTIKAOV
dedopévmv. Avtd pmopel va etvon melpdpota, S0KIES Kol LETPNOELS, ONUocKomoels ka. Kabe
pio amd avtég TG pebodovg pumopet va ypnotporomBel povn e 1 € GLVOLAGUO pE GAAES Yo Vo
ovAAeyxBoOV Ta amapaitnTo TOCOTIKE SEGOUEVA AVALOYO LE TIG OVAYKEG KO TOVG GTOYOVG TNG
épeuvag.

Ta epoTUOTOAGYLO SLOVELOVTOL GTOVG EPMTMOUEVOVS WE OAPOPOVS TPOTOVS. XNV
nwapovoa epyacia o ypnooromOel n épguva L€ S1IKTVOV, ONANOT TO EPMTNUATOAOY1O,
KaBmG Kot 01 00Nyieg EKTOVNONG TOL PPIoKOVTOL GTO SLOOIKTLO KO O EPMTMUEVOG KAAEITOL VOL TO

CLUTANPDOGEL NAEKTPOVIKE Kot Vo, To 6TEILEL 6TOV gpevvnth (Zidpkog I'., Mavpog A.,2008).
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3.3. Epyaleio pétpnong / ep@TNRATOLOYLO

o ™ onovpyia Tov epOTNUATOAOYIOL KO T GLAAOYN TOV OEOOUEVOV, O APYIKOG
OYEOICLOC oTnpiyOnke otV avackommon g Piproypapiog EVTLTNG Kot NAEKTPOVIKNG Yl TN
YPNON YNOPLOK®V TALYVIOIDV atd pobntég/tpleg mpwtoPdopiag Kot devtepofddpiog exmaidevong.

To epomuaTOAdYI0 OV eMAEYONKE eivan e epmTNOELS KAEGTOD TOHTOV. Ot EpMTNOELS
KAELGTOV TOTOL Elval EKEIVEC OTTOV O EPOTOUEVOS EMAEYEL LULOL OTTAVTIOT) OO Lo TPOKOOOPIGUEVN
Mota evaAhoxTiKOV amavinoewv. (Zioukog 'edpyrog 1., Mavpog Anuntpne A., 2008). To
EPMTNUATOAOY1I0 OVOTTOGGETE O€ TPELS EVOTNTEC. H TpdTN evOTNTO 01pOPEL TO AP AKTNPIGTIKA TV
EPOTOUEVOV OTMG TO PVAO, 1| NAIKI0, 0 TOTOG SIUUOVIGS, AVTEC Ol EPOTHOELS Eival BacIKES Yo val
KOTOVONGETE TO delypa tng épevvag pog. H otkovopukn kotdotaor tng OwoyEVEds, vt
EPMTNON OGS ETTPENEL VO KATOVOTGETE TNV OLKOVOLLLKT] TTPOYLOTIKOTNTO TOV GUUUETEXOVTOV.

2V 4e0TEPT EVOTNTO OL EPOTNCELS APOPOVV TNV EVOGYOANGT TOV CUUUETEXOVTIOV LE TO
video games. Mg tig gpmtioelc «I16co cvyva nailete Video Games;» kot «Otav maileton Video
Games OGN OPA APLEPOVETEY, TPOSTAOOVUE VO AELOAOYIGOVUE TN CLYVOTNTA TOLYVIOOD TV
epnPov. H katavonon g cvyvomrag moryvidoh pumopel vo ddcel evoeiEelg v 10 mdGo
evolapépovtol ot véol yuo. Ta video games Kot 10 TOGO YPOVO OPIEPMVOVY GE OLTO GTNV
Kabnuepwvn tovg {on. Me v gpaton «Tu gidovg Video Games cuvnbwg mailete;» éxovue
oKOTO Vo dlEPEVVIIGOLLE TO. dtdpopa. €idn Video Games mov mpotipodv ot cvoppetéyovieg. H
avdAvon Tov TPoTIUNcE®Y pmopel va amokaAvyel ol eivar 1 dnUoPIAEcTEPT Katnyopia
T VOOV HETAED TV epnPov. Me v epdton «Ilow sivor | ayammuévn cog mAateopa yo
va mailete Video Games;» £xovpe g 6Komd va diepevvicovpe ta dtdpopa €idn Video Games
TOL TPOTILOVV Ol GLUPETEXOVTEG. H avdAvom TV TpoTiucemy pmopel vo arokalvyel mola eivor
N dnuoeréotepn katnyopia Toyviddv peta&d tov eprpwv. Térog pe v epdtnon «I16co cuyvd
emkowvoveite pe eilovg cag péom Odiktvov Yo vo maifete video games;» Oélovpe va
EPEVVICOLE TN GLYVOTNTO PE TNV omoia ol £PNPol EMKOV®VOUV pHE TOLG (PIAOVG TOLG Yo
moyviow. ‘Etol avadeikvhouy Tov Kotvevikd Toug TPOTo Tty vidlol Kol TO EMImEdO SIKTOMOONG
péow tov Video Games.

2V Tpitn Kot TEAELTOL EVOTNTO Ol EPMTNGCELS 0POPOVV TNV TPOPOAT SN UiceE®V oTa.
Video Games kat ti¢ cuvifeteg ayopdc. TToto avorvtikd pe v epmdtnon «I16co cuyvd cuvavtdte
dapnuioeig ota Video Games mov nailete;» OElovue va 0EIOAOYHGOVLLE TN GLYVOTNTO ELPAVIONG

dwpnuicewv kotd ™ ddpkela Tov Taryvidov. H andvinon pnopet va ddoet pior kdvo. yuo To

gamedev. uowm. gr -39



N AL [TANEIIETHMIO AYXIKHE MAKEAONIAZ
IXOAH KOINONIKQN KA ANOPQITIETIKON EMIETHMON
TMHMA EMIKOINQNIAZ KAI YHOIAKON MEEON S ..flﬁ gw‘gm
[IM.L. «ANAIITHZH OHOIAKON TTAIXNIAIQN KAI TTOAHMEEIKON EQAPMOTON» DEVELOPMENT

OGO GLYVA Ol TaiKTeG ekTifevion oe OlaPNUIcES Katd TN OldpKE TOV Tatyvidov Tovg. H
gpdon, «Ilow idovg dropnuicelc epeaviCovratl ota ayannuéva cog Video Games;» emididket
VoL KOTOVONGEL TO £100¢ T®V dtopnicewy mwov epeoviovtat oto moyvidia, m.y. Pivteo dtapnuicelg
ue mpoiovta, dropnuicelc yio. aGhia Video Games, mapovcioon tpoidoviwv oto matyvidl kKAr. H
gpdon, «I1660 cuyvd matdte og dopnuioeig mov eppavifovrar ota Video Games;» a&loloyei
TNV OVTIOPOGCT) TOV TUKTMOV G€ SLPNUIcELS, Pe TV vdbeon 6Tt o1 maikTeg eivan extebelpévol o
OVTEG KOl KATO101 UTOPEL VOl TIG TATHOOLV Y10 TEPIOCCOTEPES TANPOPOPIES 1 akOuUT Ko ayopd. H
gpdnon, «Ilotog givar 0 Adyoc mov matdte oe pia dapruon og éva Video Game;» anockonei
0TO VO JOMIGTMOGEL TOVG AOYOVG Y10 TOVG OTOIOVE Ol TAUKTEG EMAEYOLV VO TOTHOOLV GE W0
PN LG, OTMG EVOLAPEPOV Y1a TO TPOTOV/VINPEGiaL, TEPLEPYELD, avTapolBT 6To oy viol k.Arn. H
gpdon, «I16co cvyvd ayopalete mpoidvta mov £xete detl dapnuopéva oe Video Games;»
HEAETA TOV GLGYETICUO PETAED TNG EKTIUNONS TOV SOPNLUGEMV KOL TOV OVTIGTOL(®MV 0yOPDV TOV
pokvTTOVY 0d owtéc. H epdtnom, «Ildg voidbete dtov PAénete dapnuiceilg oto Video Games;
2ag evoyAoOV 1] 6O TPOGEAKDOVV;» EMIOIMKEL VO KOTAVONGEL TNV AVTIOPAOT] TOV TOUKTMOV GTIG
dpnpicets, €ite AVTES TOVG EVOYAODV €T TOVG TPOGEAKDOVY, KOODS avTd pmopel va ennpedcel
T1G ayopég Toug. H gpwmon, «Ilowa wpoidvia £xete ayopdoet e€attiog TV OapnuUice®V TOL
eidate oe Video Games;» eotidlel 6TIC 0YOPEG TOV TPOKVATOVV AUEGH OO TIG SLOPNIGELS OTOL
Video Games. H gpmton, «Eyxete yael meplocdtepeg TANpoopies yio mpoidovta mov &idote
dwpnuopéva oe Video Games;» &fetdlel 10 eninedo evOOPEPOVTOC OV SNULOVPYOVV Ol
SN UIcELS, 0V 01 TOUKTEG ETAEYOLV VO, 0V TGOV TEPIGGOTEPES TANPOPOPIES Yia T TPOTOVTOL
nov pofarrovtor. H epatnon, «Tt cag kével va amogpacicete va ayopdoete £va Tpoidv petd
and o doenpon og Video Games;» avadelkvigL TOVG TAPAYOVIEG TOV EMNPEALOVV TIC OYOPES
TOV TUKTOV peTd amd v €kbeon tovg oe dwapnuicelc. H epatnom, «Eyxete mpoteivel moté
TPoidvTo e QIAOVG cag mov gidate dtapnuopéva og Video Games;» e€etalel v enidpacn Tomv
SENUICEDV OTIS ATOUIKES TPOTIUNGELS KoL GTIG KOWVOVIKES cuvieteg Twv moukt®dv. Kot téhogn
gpotnon, «Nopileg 01t ot drupnuicels ota Video Games pog kévovv vo aAralovpe m yvoun
LOG Yol TOL TPOTOVTOL KOt TIG ETOUPELES;» EMOIDKEL VO KOTAVONGEL TV EMIOPACT TOV S0P UUGEDV
OTIG TPOTIUNGCELS KOl TIS OMOYES TOV TOIKTMOV GYETIKO HE TO TPOIOVTA Kol TIS HAPKES TOV

Swpnuilovrat.

3.4. Agiypo

H dnpookdnnon €ywve oe dropo nAkiog amd 10 £og 18 etdv ko Ehafe pépog kvupimg otnv
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nepoyn tov vopov Kapditcag. H pébodoc mov ypnowomombnke yioo T Olavoun Tov
epoTNUaTOA0YioV givarm on line gpguva. X ’avtod Tov €i60VE TO EPOTUOTOAOYLO 1] EXIKOVOVIA,
Ol 00MYieC, Ol EPMTNOELS KOl YEVIKA 1) EMKOWVOVIO, HETAED EPEVVNTH KOl EPOTMOUEVOL YIVETOL
niextpovikd (Ziopxog I'. 1., Mavpoc A A,2008). To epotnuotordylo davepndnke péom twv
LECOV KOWMVIKNG dkTumoelg onmg Facebook, Instagram , tik tok aAld kor puéow epoappoydv
avToALoyfc unvopdtmv 0mtmg to Viber, to messenger ka. H derypatoAnyio difpknoe déka uépeg
Kot oVYKeEVIpwOKav 154 amavtnoelc.

H pébodoc 1ng Oderypotolnyiog evkoAiag ypnowomomdnke vy v €mAoy)
CUUUETEYOVTOV OTN HEAETN. ZOpemva pe autiv T péBodo, OAa ta HEAN tov TANBuoHov TTov
e€etdleton €yovv ioec mBavoTTEG VO emMAeyoOV G HEAN Tov detypatog. ‘Eva amd ta Pacikd
TAEOVEKTNUATO QTG TG MeBOSoL eivor OTL Ta amoteAéopoTo TNG £PELVOG Eivar TO
AVTUTPOCAOTEVTIKA TOV YEVIKOU TANBLoHoV, kabmg 1 emtdoyr] Tov detypotog doev Pacileton og
GUYKEKPLUEVO YOPOKTNPIOTIKE TV GUUUETEXOVTOV. Q6TOG0, AVTO OMOTEAEL KO TO LELOVEKTILLOL
™G tuyoiag detypatoinyiog, KobmG To EPELYNTIKA OELYLLOTA TOV SLOULOPPAOVOVTOL LE OVTOV TOV
TpOTO degv glval TAvTa T TO a&lOMIGTO Y10 TN UEAETY] CUYKEKPIUEVMV EPEVVNTIKOV OEUATOV,
KaB®G EVOEYETOL VO UMV AVTITPOSHOTEVOLV ETAPKMG TIG SUPOPETIKEG TTVYEG KL YOPOUKTNPIOTIKA

10V TANOLGLOV TOL HEAETATAL.

3.6.I1epropropoi

M meploptotiky] TTuyn NTav 0 apldudg TV GUUUETEXOVI®V 6To delypo, 0 omoiog Ha
umopovoe va givor axopo peyoldtepoc. Me éva peyaAdtepo delypa, T0 GUUTEPUGLO GYETIKA LE
10 Bépa Ba pmopovoe va yivel akOpo mo GoeEg Kot akpiPéc, dafétovtag o mo TANPN Kot
AETTOUEPT EIKOVA TMOV SOPOPOV TTLYDOV OV aPopovV To Béua mov peietOnke. 'Evag dAlog
TEPLOPICUOG NTOV 1 OGYETIKN 0O0LPOPIOl TOL EMIKPATNGE GTO OATNUO YIO. GUUUETOYN OTO
epomuatordylo. H kuplopym artior yioo mv EAAetyn avtomdkpiong nrav 1 EAlenyn dtfécipov
xpovov M M €AAewyn O1dBeong va aglepmbel avtdg o ¥pOVOS Yo TN GLUTAP®GCT TOV

epOTNUATOAOYIOV.
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Kepaiao 4

YTOTIOTIKI] AVAAvon)

H mapodoa peré amookonel 6Ty avaAvon g oyopacTIKNG CUUTEPLPOPAS TOV EPNPrV
Katd ) ypnon tov Video Games kot tnv €nidpaon TV SanUiceE®V TOL TPORAAAOVTAL KOTA TN
dupkela avng ™G dpactnprotrag. Ot Epnpot amoteAoVV GNUAVTIKO KOUUATL TG 0yOPAS KOt M
Katavonon Tov Tapaydvtev mov enNpedlovy TiG 0yopasTIKES TOVG OMOPACELS Eival Kpiowun Yo
EMYEPNOELG KOt SN oTé. Méoa amd v avalvor authg g dtadikaciog, Oa eEetdoovpe Tmg
N xpovikn ddpkela ypnone tov Video Games, 1 OIKOVOUIKT KOTAGTOOT] TOV OIKOYEVELDV, M
KatavoA®TiKny dudbeon tov @ilmv kot 1 wpoPoArn daenuicemv ennpedlovv TV 0yOPOCTIKN
ooumepLpopd tv epnPov katd ) ypnon tov Video Games. Ta anoteAécpata ovapévetot vo
TPOCPEPOLY OEIOAOYEC EVOEIEEIS YO TV KATAVONGT TOL MG Ot dtapnuioelg exnpedlovv v
OYOPOOTIKY] GUUTEPLPOPA TOV EPNPOV KO YIOL TNV OVATTLEN OTOTEAECUOTIKMOV GTPOTNYIK®OV

HAPKETIVYK.
4.1. Meprypaiki avaivon

Oo EeKVIOOVLLE HE TO GUVOAD TMOV EPOTNCEMV HOG YPNOLOTOUDVTIOS TEPLYPUPIKN
otatioTikn avédivon (descriptive statistics) 1 omoio, AOYOAElTOL HE TN GLVORMTIKY Kol
OTOTELEGLLOTIKT TTOPOVGIOOT TV EGOUEVOV oG oTaTIoTIKNG £pgvvag (Wikipaidia.com).

2T0VG TOPUKATO TIVOKES O TIWES TOV avalvovTot eivor o apBpog N o onoiog deiyvet tov
apOuod mopatnproemv (amaviioelg). H Ty range avimpocsonedel T0 0POC TOV TOPATNPICEDV,
dNradn ™ dapopd petald Tov péyleTov Kat tov erdyiotov. H T SUM ekppdlel to obvoro
TOV TOPOTNPNCEDY VO To Mean exepdlel Tig péoeg tuég. Télog 1 petofAnt Std Deviation
ekQPALel MV TVTIKY ATOKALST] TOV TIHOV (Ziopkog I', Bastiukoroviov A,2005).

Ao TV épevva mov €ytve ovykevipodnkav 154 araviioelg and tig omoieg 68,8% sivan

Kopitola, 10 29,2% eivar aydpia ko o 1,9% amdvinoe diro (Tlivaxog 1).
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MNolo gival To pOAo Cug;

Cumulative
Frequency  Percent  Walid Percent Percent

Walid Ayl 45 20,2 252 252
Kopitm 106 475 68,8 981
AAO 3 1,3 1.9 100,0
Total 154 691 100,0

Missing System 69 308

Total 223 100,0

Mivakag 1: ToooaTd ToU apopouV To PUAO

21 epdTNON IOV aPOopd TV NAKio TV cuppeTeEXOVTIOV T0 57,8% civor Ttoudid amd 15
¢w¢ 18etwv kot ottobv 610 AvKeLD, T0 27,3% givan Tandid amd 12 €wg 15 ypovdv kot @ottovv
670 Yopuvacto Kot 10 14,9% sivar moudid amd 10 £mg 12 ypovav Kot gottovv 6Tig TPELS TEAEVTALEG

10&€16 ToL dnpotikov (ITivakag 2).

Mol gival n nAIKia cog;

Cumulative
Frequency  Percent  Walid Percent Percent

Yalid 10-12{8nuoTikd) 23 10,3 14,9 14,9
12-15(Tupviaoo) 42 18,8 273 4272
15-18(M0KEID) 89 39,9 57.8 100,0
Total 154 69,1 100,0

Missing System 69 30,9

Total 223 100,0

Mivakac 2: [locooTtd amavtnoewy mou a@opouV thv nAtkia

2TV pAOTNGN TOL APopd TV dtapovi 1o 28,6% amdvince 6t (el o€ kopomoin to 48,1%

ot Cet og mOAN kot to 23,4% 6t et og yop1o (ITivaxog 3).

Mou eival o TOTTOC SIAHOVAE Tg;
Cumulative

Frequency  Percent  Walid Percent Fercent
Walid Ma&An 7d 332 481 481
K dTahn 44 18,7 28,6 TG 6
Xwpld 36 16,1 234 100,0
Total 154 GEN 100,0
Missing System 69 30,9
Total 223 1000

Mivakacg 3: moooata mou apopouv T Stauovi
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2TV €pMTNOT TOV OPOPA TV OIKOVOUIKT KATAGTOGT TNG OIKOYEVELOS TOVG TO LEYAAVTEPO
1060616 59,1% TtV podntdv amdvince pétpla, dNAadn 0Tt KoAvTTovV TIG Pacikéc avaykes. To
apEcws endpevo mTocooto pe 27,3% amdvinoe dev EEpm 1| dev BEA® va anaviicm. Me 1060610
12,3% amdvinoav ta modid wov 1o I600M LA TG OIKOYEVELNS TOVG Eivat LYNAO, dSNAad KOAOTTEL
avaykeg mépa TV Pacikdv. Télog pe mocootd 1,3% andvinoav 4Tt 1 0IKOVOLIKY KOTAGTOOT

gtvot YoUnAn ko SuokoAebovTaL oK Kot v KaAvyouv Ti¢ Bactkéc avaykeg (Ipaepnua 1).

Percent

Xapn METpIa Ynig Aev Eepw [ Lev BEAW va
aTTavIHo W

Mola gival N OIKOVOUIKA KATASTACH TNE OIKOYEVEIAC GUC;

lpapnua 1:Mocootd mou apopouV TNV OLKOVOULKY) KXTAOTAON

2V 0e0TEPN OUASO TV EPMTINCEMY TOL APOPOVV TNV EVAGYOANCT| TMV GUUUETEXOVIOV
ue to vVideo games kou otnyv gpdnon «Ildéco cvyva nailete video games;», to 18,2% oandvinoce
Ka0e pépa, to 36,4% pepikéc popég puésa otnv efdoudda, To 11% pepikéc popég pésa oto punva,
10 23,4% omdvia kot TEA0G Eva onUAVTIKO HEPOG TV pOTNOEVTOV pe T060oTo 18,2% andvince

6t dev mailel kabolov video games (ITivaxag 4).
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QA . ANEMIETHMIO AYEIKHE MAKEAONIA
N N EXOAH KOINONIKON KAI ANGPQIIIETIKON ETIETHMON
% TMHMA EITIKOINQNIAZ KAI PHOIAKON MEZON LGAMING
M. ANATITHEH OHGIAKON TAIXNIAION KAI TIOAHMESIKON EQAPMOTQN T

Néco ouyvd TTaifeTe Video Games ;
Cumulative

Frequency Percent “alid Percent FPercent
Walid KaBe pEpa 28 12,6 18,2 18,2
MspucéF OPEC HETT TTNV A6 251 36,4 545
ERGouada
Mgpucég YopEg HETT OTO 17 7.6 11,0 65,6
v
Travia 36 16,1 23,4 89,0
Aey ailw Video Games 17 7.6 11,0 100,0
Total 154 691 100,0
Missing System 69 3049
Total 223 100,0

Mivakag 4: Mocootd méco cuyva nailovv

Ymyv mopaxkato epotnon «Otav mailetor Video Games mdon ®po aQIEPOVETE;» Ol
aroavtoelg eivar 138 kot ovtd d10TL 6601 amdvinoay mapoamdve 0Tt dev mailovv Kabdiov dev eiye
vONUa Vo, GUVEXIGOVV 6T GLUTAPwon Tov gpatnurotoroyiov(ITivakag 5). Omdte T TOGOGTA
dtpopeadnkav pe 1o 32,6% va amovtd 6t tailel Arydtepo amnd pa opa, to 39,1% o0t aplepdvel
pia pe 6vo dpeg, 0 21% dvo pe Tpelg dpeg Kot TEA0G 7,2% meplocOTEPES amd TPEIS DPES (YPApM oL
5)

Orav raileTal Video Games TTo0n Wpd dQIEPWVETE;
Cumulative

Frequency  Percent  Walid Percent Fercent

Walid AyaTepo amd 1 wpa 45 20,2 32,6 32,6
1-2 wpEg 54 242 381 71,7
2-3 wpEg 28 13,0 21,0 528
MeplTTaTEpo amd 3 Wpeg 10 45 7.2 100,0
Total 138 61,9 100,0

Missing System 85 381

Total 223 100,0

Mivakag 5: Mocootd moon apLlepwvouV yla va naiéouv
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[TANEIIZTHMIO AYZIKHE MAKEAONIAZ
IXOAH KOINONIKON KA ANOPQITIETIKON EMIETHMON

TMHMA EMIKOINQNIAZ KAI YHOIAKON MEEON . GAMING
[IM.L. «ANAIITHZH OHOIAKON TTAIXNIAIQN KAI TTOAHMEEIKON EQAPMOTON» BETLOTMENT

Percent

Miyotepo atTd 1 wpa 1-2 WpEC 2-3 Wpeg MepiogdTepo aTTo 3
WIPEC

Orav traileral Video Games 1160 Wpd QPIEPUVETE;

[pdpnuo 2:Mocootd mOon Wpa aplepwvouv kade popd yla va nai§ouv

Ymv gpamon «Tu gidovg Video Games ocvvnboc mailete;» to 35,8% mailer online
moyvidw, to 10,2% mailer aAntkd moyvidw, to 6,9% maryvidia vrodnong porwv, to 16,1%
oy vidw mepurételag, to 17,5% mayvidwa otpatnykne, to 8% first person shooter kot téhog 1o
5,8% aocyoleitar pe moryvidwo toyng (ITivaxa 6). Exovpe t dvvatdtnta vo S00UE KOt TN YPOPIKT

aVamOPAcTAcT TV dedouévmv oto I'paenua 3.

Ti eidoug Video Games GUVHBW{ TTUIJETE;

Cumulative
Frequency  Percent  Valid Percent Fercent

Walid First person shooters 11 44 a,0 a0
Mangvidig aTpatnyiEnc 24 10,8 17,5 255
Mangvidia mEpIMETEIAg 22 949 16,1 41 6
Mangvidia umddnaorne paiwy g 4.0 6,6 482
ABAnTiEd Mangvidia 14 6,3 10,2 584
online wayvioo 49 220 35,8 942
Mangvidia 10wng a8 36 58 100,0
Total 137 61,4 100,0

Missing System i 386

Total 223 100,0

Mivakag 6:Mocoota ya o €(60¢ Tou mauyvidLou mou nailouv
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40

Percent

First person  Maiyvidia

shooters OTPATNYIKAC  TTEQITTETEIOG

[TANEIIETHMIO AYXIKHE MAKEAONIAZ

IXOAH KOINONIKQN KA ANOPQITIETIKON EMIETHMON
TMHMA EMIKOINQNIAZ KAI YHOIAKON MEEON
[IM.L. «ANAIITHZH OHOIAKON TTAIXNIAIQN KAI TTOAHMEEIKON EQAPMOTON»

Manyvidia Maryvidia ABATIKA Online Manyvidia
uTTéonong Manyvidia TTaIKVIdI TUYNC
pOAWY

Tieiboug Video Games cuvhOwg TTIETE;

lpapnua 3: Tu eidog mawyvidt nailete ouvndwg

2TV ENOUEVN EPATNOT OV APOPOVCE TNV TAUTPOPLLL TTOV YPTGLLOTOLOVV TOL OO Y10

vo mat&ovv pe mocootd 52,2% Kot cLVIPWITIKY Spopd, amd TG LVTOAOMES OMOVTNGELS,

ypnoonolmv givar to kivntd. To 22,5% €yovv kdmola kovedra, to 21,7% ypnoyorotody to

vroloylot kot téAog pe mocootd 3,6% mave oe kamowo internet cafe(Ilivakag 7). "Eyovpe

duvatdHTNTO v SOVUE KoL T YPAPIKN avamapdotact tov dedopévev oto I'paenua 4.

Nola gival  ayaTTqHEVN cog TTAATPOpHA yia va TTaileTe Video

Games;
Cumulative
Frequency  Percent  Valid Percent FPercent
Valid PC 30 13,5 217 217
Kivntad 72 323 522 73,8
Kovodha 31 13,8 225 96,4
AAD 5 2,2 36 100,0
Total 138 61,9 100,0
Missing System a5 381
Total 223 100,0

Mivakacg 7:Mocoota amavtioewy Lo TV MAQTQOPUN TTIOU XPNOLUOTTOLOUV
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[TANEIIETHMIO AYXIKHE MAKEAONIAZ
IXOAH KOINONIKQN KA ANOPQITIETIKON EMIETHMON
TMHMA EMIKOINQNIAZ KAI YHOIAKON MEEON GAMING
[IM.L. «ANAIITHZH OHOIAKON TTAIXNIAIQN KAI TTOAHMEEIKON EQAPMOTON»

Moia eival n ayarrnuévn cag TThargoéppa yia va tTaidere Video Games;

60

Percent

PC KivnTo Kovaoha AAAC

lpapnua 4: Mocootd yLo TNV MAXTQOPUN TTOU XPNOLUOTTIOLOUV

H televtaio epdtmon owtig g opdados rav «I16co cuyvd emucovaveite pe pilovg cog
pécm Sadktvov ya va taiete Video Games;». To peyaivtepo mocoostd 30,2% amdvince 01t
EMKOWMVEL omavia, T0 26,6% OTL emkovovel pepikéc gopés péoa oty gfdoudda, to 10,8
HePIKES Qopéc pésa otov unva, to 13,7% kabe pépa ko téhog to 18,7% dev emkowvmvel
kaborov(ITivakag 8). ‘Exovpe ™ dvvatdmrta vo S0OUE KOl TN YPAPIKY OVOTApACTOCT TOV
dedopévev oto I'papnua S.

MNoco cuyVvd ETTIKOIVWVEITE HE Qihoug gag HETw SiadIkTOOU yia v TTaifETe
Video Games;

Cumulative
Frequency  Percent  Walid Percent Fercent
Walid KidBe pEpa 18 85 13,7 13,7
MepIKED popEC JETT TTnV a7 16,6 26,6 40,3
epGoudda
MepIkEg popec HETT TTO 15 6,7 10,8 511
Hrva
Zavia 42 18,8 302 81,3
KaBdhou 26 11,7 18,7 100,0
Total 139 62,3 100,0
Missing System a4 g
Total 223 100,0

Mivakag 8: Mocootd eMkOVwWVING UE TOUG PIAoug
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Percent

40

[TANEIIETHMIO AYXIKHE MAKEAONIAZ
IXOAH KOINONIKQN KA ANOPQITIETIKON EMIETHMON
TMHMA EMIKOINQNIAZ KAI YHOIAKON MEEON

[IM.L. «ANAIITHZH OHOIAKON TTAIXNIAIQN KAI TTOAHMEEIKON EQAPMOTON»

KdaBe pepa

IVIEPIKES GOPEC IVIEPIKEC GOPEC
HETO OTNV HETQ OTO Hva
eRdopada

ZTTavIa

KaBdmou

Moéco cuyvad eTTIKOIVWVEITE PE Qiloug oag HEcw SiadikTiou yia va TTaifete Video Games;
lpanua 5:16co ouyva enKOVWVEITE e @idoug oac uéow Stadiktuou yia va naiéete Video Games;

Ymv 1pltm ko teEAevTOio EVOTNTA TOV EPMOTNCE®V TOVL OPOPOLV TNV TPOROAN

dwpnuicewv oto Video Games Kot T1g ouviBeieg ayopds, ta mondld ondvtnoay 6Ty pMTNON

«I1660 ovyvd cvvavtdate dwupnuicelc ota Video Games mov mailete;» pe mtocootd 30,7% Ot

enpaviovron pepkég drapnuicelg 6tav mailovv. Me 1060016 29,9% 611 dev vILdPYOLY KABOAOV

dwpnuicels, Tocootd 26,3% 01t eppoaviloviot KAmoleg Popes dS1aPnUicELS Kol TEAOS [LE TOGOGTO

13,1% Ot vmdpyet povipa pio Stapnuon Kotd t didpketo tov rotyvidov (Iivaka 9). ‘Exovpe

duvatdHTNTO Vo SOVE Kot TN YPAPIKN avamoapdotaot Tov dedopévev oto I'paenua 6.

NMéoco ouxva cuvavrtare dia@nuioeig ota Video Games Trou TraifeTe;

Frequenc Valid Cumulative
y Percent Percent Percent
Valid  Ymdpyel yévipa pio 18 8,1 13,1 13,1
dla@AMIoN KATA TN
d1dpkeIa TOU TTaIXVIOIOU
Epgavifovral pepIkég 42 18,8 30,7 43,8
dlapnuioelc otav TTaidw
Katroleg popég 36 16,1 26,3 70,1
eu@aviCovral dlapnuioeIg
Agv uTTGpPYOUV 41 18,4 29,9 100,0
dlapnuioeig oTa
TTaIyVidla TTou TTaidw
Total 137 61,4 100,0
Missing System 86 38,6
Total 223 100,0
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Mivakag 9: Mocoota upavions Stapnuicewv

[TANEIIETHMIO AYXIKHE MAKEAONIAZ

IXOAH KOINONIKON KA ANOPQITIETIKON EMIETHMON
TMHMA EMIKOINQNIAZ KAI YHOIAKON MEEON
[IM.L. «ANAIITHZH OHOIAKON TTAIXNIAIQN KAI TTOAHMEEIKON EQAPMOTON»

40

Percent

YTTAPYEN HOVIO JIa Epgavilovial HepIKEC
BlagrIan Katd T Biagpnuicelc otay Taifuw
Sidpreia Tou TTarwdiol

KaTTolec gpopeg
EgavilovTal
dlagnuicelg

Dev UTTApyYoUY
dlagnuicelg ata
AV TTOU TTaiw

MNéoo cuxva cuvavrare diagpnuicelg ota Video Games Trou TraifeTe;

lpapnua 6:Moco cuyva cuvavtate dtapnuiosis ota Video Games nou nailets;

2V €PMTNON TOV OPOPOVGE TO €100G TV Olapnuicemv mov gugavifoviar KoTd

dbpkela Tov mayvidov to 35,8% amdvinoe dapnuicelg pe GAlo moyvidw, to 29,9% ot Ta

moyviola wov mailovv dev Exovv drapnuicels, To 22,6% Pivteo dapnuiocelg pe tpoiovia, to 2,9%

ot eppavioviar gikovikd ddpa, to 7,3% Ot yivetar mapovciaorn mpoidvimv 6To Toryvidt Kot

téhog 10 0,7% andvmoe dAlo (TTivaxa 10). ‘Exovpe ™ dvuvototnta va SOOUE Kot TN YPOQIKY

AVATOPACTACT TOV dedopévmV oto I'pdenua 7.

Ti eidoug diapnpuioeig epavifovral ota ayatrnuéva cag Video Games ;

Valid Cumulative
Frequency Percent Percent Percent

Valid Bivteo diagpnuioeig pe 31 13,9 22,8 22,8

TTpoiévTa

Bivreo diagpnuioeig pe 50 22,4 36,8 59,6

aAa Video Games

Mapouciaon TTPOIGVTWY 10 4,5 7,4 66,9

OTO TTAIXVid

Eikovika dwpa 4 1,8 2,9 69,9

Agv £xouv dlo@nuUicEIg 41 18,4 30,1 100,0

Total 136 61,0 100,0
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[TANEIIETHMIO AYXIKHE MAKEAONIAZ
IXOAH KOINONIKON KA ANOPQITIETIKON EMIETHMON
TMHMA EMIKOINQNIAZ KAI YHOIAKON MEEON GAMING
[IM.L. «ANAIITHZH OHOIAKON TTAIXNIAIQN KAI TTOAHMEEIKON EQAPMOTON»

Missing System 87 39,0

Total 223 100,0

Mivakag 10:Mocootd yLa to €i60¢ Twv Stapnuicewv

40

Percent

Bivieo dlagnuicec  Bivieo dlagpnuigelg MNapougiaaon Elkovika duwpa Aev Exouy
HE TTROIGVTT HE iAo Video TTROIOVTWY OTO dlagpnuicEelg
Games TTQINWID

Ti gidoug Slagpnuicelg epeavifovral ota ayarrnUeEva oag Video Games ;

Ipdepnua 7:Tt eiboug Stapnuicels eupavifovtar ota ayannuéva oag Video Games ;
2TV €pMTNOT TOL APOPA TN GLYVOTNTO TOV TOTAVE Yol VoL SOVVE TN OLOPNLLCT] KOTA TN
JLpKeELD TOL TOLYVIdLD, TO HEYOADTEPO TOGOGTO 67,2% amdvinoe 6t dev matdet, to 24,1% ot
matdel pepikég opés, 1o 1,5% matdetl kabe popd mov Ba det dSrapnpion Kot TéAog to 7,3% matdet
ovyvé (TTivakog 11). ‘Exovpe t dvvatdtnta va do0UE Kol T YPOQIKY OVOTOPAGTICT TOV
dedopévev oto I'paenua 8.
NMéoco ouxvd Trartdre o€ dia@nuioelg Trou epavifovral ota Video

Games;
Cumulative
Frequency Percent Valid Percent Percent
Valid 2 UVEXWG 2 9 1,5 15
Zuxvd 10 4,5 7,3 8,8
Z1réavia 33 14,8 24,1 32,8
Moté 92 41,3 67,2 100,0
Total 137 61,4 100,0
Missing  System 86 38,6
Total 223 100,0

Mivakag 11: Mogootd yLa TN ouxvotnTa EMIOKEYNG O SLAPNUICELS
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[TANEIIETHMIO AYXIKHE MAKEAONIAZ
IXOAH KOINONIKQN KA ANOPQITIETIKON EMIETHMON
TMHMA EMIKOINQNIAZ KAI YHOIAKON MEEON GAMING
[IM.L. «ANAIITHZH OHOIAKON TTAIXNIAIQN KAI TTOAHMEEIKON EQAPMOTON»

Percent

FUVEXWIC v ZTTavIO [Mote

Méoco cuxvd TTardre o€ Slagnuicelg TTou epgavifovtal ota Video Games;

lpapnua 8:Mdco ouyva natate o€ SlapnUiceLg

2V €pMTNOTN TOV 0POPOLSE Yol oo AGYo Ba emAéEovy va Sovve o SPNILCT] TO
HeYOADTEPO TOGOGTO e 66,7% amdvinoe Ot dev matdve otic drapnpicelc. [Tapdra avtd vEapyet
éva mocootd 10,1% mov matdel ota dapnuioslg yati tov apécel 1o Tpoidv mov eppaviCeTa,
emiong éva mocootd 8% mov BEAEL VoL dEL TEPIOTOTEPES TANPOPOPIES Y10 TO OO LLOUEVO TTPOTOV.
Axopa vdpyetl Eva mocooto 10,1% mov tov apécetl To dapnULOpeEVO TPOidV Kot TO 1810 T0G0GTO
Oa del T Swenuon yuotl Oa Exel kamowo avtapoPn HEcH 6TO ToyVidL, Yo TAPASEIY IO Lol
emumAéov {on. Télog pe mocootd 5,1% andvinoav ekeivol ot omoiot £xovv mepiépyeia kot BEAovv
vo. avakoAvyouy véa tpdypata(lTivaka 12). Exovpe ™) dvvatdtnto vo. SOVUE KOl TN YPOUPIKY

AVaTOPAcTAcT TOV dedopévev oto I'paenua 9.
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[TANEIIETHMIO AYXIKHE MAKEAONIAZ
IXOAH KOINONIKQN KA ANOPQITIETIKON EMIETHMON
TMHMA EMIKOINQNIAZ KAI YHOIAKON MEEON
[IM.L. «ANAIITHZH OHOIAKON TTAIXNIAIQN KAI TTOAHMEEIKON EQAPMOTON»

GAMING \
& MU AR FLICATION

DEVELOMENT

Molog gival o AGyog TTou TTatdTte o€ pia dia@riuion o€ éva video game;

Valid Cumulative
Frequency Percent Percent Percent
Valid Mou apéoel To TTpoIdv i N 14 6,3 10,1 10,1
UTTNPETIa TTOU TTPOWOEI N
dlapAuIoNn
‘Exw trepiépyeia kal BEAW 7 3,1 51 15,2
Va avakaAUWw VEQ
TTpdyuaTa
Oa £xw KATtTola avtauoifn 14 6,3 10,1 25,4
pMEoa OTO TTAIXVIOI
OEAw va dw TTEPICOOTEPES 11 4,9 8,0 33,3
TTANPOPOPIES YIa AUTO TTOU
dlagnuiceTa
Agv TTATAW O€ dIAPNMICEIG 92 41,3 66,7 100,0
Total 138 61,9 100,0
Missing System 85 38,1
Total 223 100,0

Mivakag 12:Mocootd yLa moto Aoyo Yo matrioouv o€ Stapnuwon

Percent

Wou apEoel To ‘Exw tTepiepyeia 2o Exw KATTOIN QEAW va dw Aev TTOTAW TE
TIROIOV 1 1 Kol BEAW va avTaPOIRNA WETT TTIERITTOTERES dlagpnuioelg
UTTNRETIO TTOU avakaAIu Ve aTo TTayvidI TTANPOQOPIEC YIX
TIpowBein TTpayUaTa auTo TTou
SIaQrITn Blapnuifera

Moilocg eival o Adyoc TTou TTATATE O€ JIa SiagpAMIcn o€ £va video game;

lpapnua 9:Motog eivat 0 Adyog mou matdte o€ ula Stapnuion o eva Video Game;

H epdytnom mov agopd ™ cuyvotnta mov ayopdlel kamolog tpoidvra mov dapnuilovrol
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[TANEIIETHMIO AYXIKHE MAKEAONIAZ
IXOAH KOINONIKQN KA ANOPQITIETIKON EMIETHMON
TMHMA EMIKOINQNIAZ KAI YHOIAKON MEEON GAMING
[IM.L. «ANAIITHZH OHOIAKON TTAIXNIAIQN KAI TTOAHMEEIKON EQAPMOTON»

oTa Toyvidw To PEYaALTEPO TOG0oTO 75,2% amdvince 0Tt dgv ayopalel moté, to 18,2% Oa
ayopalet Hepikég PopEs Kot to 6,9% Ba ayopdoet cuyvd. Efvar onpoavtucd va movpe 4t m emrioyn
MG OmAvINong ovvey®ds dev emAéydnke amd kavévav epotodpevo(Ilivaxog 13). ‘Eyovue

duvatdTTo VL SOVUE Kot T YPAPIKN ovarmapdotact twv dedopévev oto I'paenua 10.

NMN6éoco ouxvda ayopddeTe TTPOIOVTA TTOU EXETE OEI
Slapnuiopéva os Video Games;

Valid Cumulative
Frequency Percent Percent Percent

Valid Zuyva 9 4,0 6,6 6,6
2TTavia 25 11,2 18,2 24,8
Moté 103 46,2 75,2 100,0
Total 137 61,4 100,0

Missing System 86 38,6

Total 223 100,0

Mivakac 13:Mocoota ouyvotntac ayopds Stapnut{ougvou mpoiovrog

80

Percent

ZUyva ZTTavIT [oTe

MNoco guyva ayopalere Trpoiovra Tou £Xete Sel SlapnuicHEéva oe Video Games;

lpapnua 10:M60o auyva ayopalete npoiovra tou Stapnuilovtal ota video games;

2V pOTNOMN Yo T0 TAOS VidBovv dtav epgaviCovton dwapnuioetg to 55,6% oandvinoe ot
ekvevpilovtat, to 15,6% 011 dev TOVG TPOGEAKHOVY OMNAAdT dev TOVS KeVTpilovv TO EVOLAPEPOV
MOTE VO TATHGOVY TAV® 6TY| dtapnpion 1 va ayopdcsovv. To 11,1% tovg evoylobv ot dapnpicelg
Kot vioBovv doymua, o 12,6% 011 dev 1006 Evoyrlohv kat amdd cuveyilovy va mailovv kot TéA0g

povo 1o 5,2% omdvinoe 01t SPNUICELS TOVG TPOGEAKDOVY Kot TOvg kévovv va Bélovv va
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[TANEIIETHMIO AYXIKHE MAKEAONIAZ
IXOAH KOINONIKQN KA ANOPQITIETIKON EMIETHMON
TMHMA EMIKOINQNIAZ KAI YHOIAKON MEEON GAMING
[IM.L. «ANAIITHZH OHOIAKON TTAIXNIAIQN KAI TTOAHMEEIKON EQAPMOTON»

ayopdoovv 1o Sropnulopevo mpoiov (Tlivaxag 14). "Exovpe ™ dvvatdmmro vo dodue Kot ™
YPAPIKY| avarapdotoon tov dedopévov oto I'paenua 11.

Mwg voiwBeTte 6Tav BAEreTe dla@nuioeig ota Video Games ; Zag
gvoxAoUv | 0ag TTPOCEAKUOUY;

Valid Cumulative
Frequency Percent Percent Percent

Valid Me evoxAouv 15 6,7 11,1 11,1
Agev pe evoxAouv 17 7,6 12,6 23,7
Me TTpooeAKUOUV 7 3,1 5,2 28,9
Agv pe 21 9,4 15,6 444
TIPOCEAKUOUV
Me ekveupiCouv 75 33,6 55,6 100,0
Total 135 60,5 100,0

Missing System 88 39,5

Total 223 100,0

Mivakac 14:Moocoota yia to nwc viwdouv kata tnv mpoBoAn dtapnuiong

&0

Percent

Me evoyAouy Nev e evoyholy  Me TTpogehkiouy Mev e Me grkveupifouv
TTRPOTEAKIOUY

Muwc¢ voiwBeTte otav BAETTeETE Slagnyiceig ota Video Games ; Zag evoyhouv A oag Trpooeikuouy;
lpapnua 11:Mwe viwdete otav BAEnete Stapnuioeis ota Video Games ; Sa¢ evoxAoUv 1 oG mpooeAkUoUY;
211 GLVEYELN KO GTNV EPMTIOT) TOV APOPAL TIG YOPES TOV £XOVV KAVEL 0 dtapnuiopeva
TPoidvVTa KOTA TN OPKE. TOL TOLYVIOOD TO HEYOAVTEPO TOGOGTO OMAVINGE OTL dgv €XEL
ayopdoet moté kdtt, 78,8%. To 9,5% andvince 011 £xel ayopdoet mpoidvta Evovong 1 a&ecovdp

KTA, 70 8% amavince OtL ayopoce kdmolo véo mayvidl Kot 1o 3,6% ayopoce aEecovdp mov Ha
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[TANEIIETHMIO AYXIKHE MAKEAONIAZ
IXOAH KOINONIKQN KA ANOPQITIETIKON EMIETHMON

TMHMA EMIKOINQNIAZ KAI YHOIAKON MEEON 5 GA M“NG =
[IM.L. «ANAIITHZH OHOIAKON TTAIXNIAIQN KAI TTOAHMEEIKON EQAPMOTON» DEVTLOPMENT

gkavay KaAvTepn Vv gumelpio tov moryvidrov. Eival onpoavticd va mov movpe 0Tt ot EMA0YEG OV
aQOPOVGAV TEXYVOLOYIKA TPoidvTa N Tauvieg dev emAéyOnkav ond kavévav epotBévra(Ilivakag
15). 'Exovpe ™ Svvatdmra vo. SoOUE Kol TN YPOPIKN OVOTOPACTACT TV JEO0UEVOV GTO

Ipbonpa 12.

Mola TTpoidvTa £XETE ayopAoEl ECAITIOG TWV OIA@PNUICEWY TTOU £idaTE
o¢ Video Games;

Valid Cumulative
Frequency Percent Percent Percent
Valid Néa Bivreotraiyvidia 11 4.9 8,0 8,0
‘Evduon f afecoudp TTou 13 5,8 9,5 17,5
TTpowBoUvTal OTA TTaIXVidIa
Ald@opa ageooudp TTou 5 2,2 3,6 21,2
a@opouV TNV KAAUTEPN
EUTTEIPIO 0AG OTO TTAIX Vil
Aev €xw ayopdoel TTOTé 108 48,4 78,8 100,0
KATI
Total 137 61,4 100,0
Missing System 86 38,6
Total 223 100,0

Mivakag 15:Mocootd ayopds armo Stapnut{oueva poiovra

80

60

40

Percent

20

3,03%
. po)
Mea prTeoTTaryvidia Evduon fafecoudp  Lidgopa afegoudp TTou Aev Exw ayopaagel TTOTE
TTOU TTRpoWwBoUVTal OTa  aQopoUy THY KaAUTERN KATI
TTanvidIa ELTTEIRIC oOC OTO

TTarviol
MNola TrpoiévTa EXETE ayopdoel eSaitiag Twv diagnpicewy TTou eidare oe Video Games;
lpapnua 12:Mota mpoiovta Exete ayopdaoel eéautiac Twv Stapnuioswv mou eibate oe Video Games;
H emdpevn epdton agopovce TNy ovtidpaocn TOLS GE OYETIKN TPOPOAT| KATOl0L

SN lopévou mpoidvtog. Anhaodn av £ovv KAveL KATolo TEPUITEP® avalNTNnoN CYETIKA LE TO
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TPoioV oL €ldav og Kamown dtapnpon. To peyaddtepo mocootd pe 57% andvinoe Ot dev €xel

ya&el mepartépm evd to 43% andvinoe ot Exetl yaet. (ITivaxog 16).

‘Exete pagel TEPICOOTEPES TTANPOPOPIES VIO TTPOIOVTA
TTou gidarte diapnuilopeva o Video Games;

Valid Cumulative
Frequency Percent Percent Percent
Valid Nai 58 26,0 43,0 43,0
Oxi 77 34,5 57,0 100,0
Total 135 60,5 100,0
Missing System 88 39,5
Total 223 100,0

Mivakag 16:Mocootd mepautépw avaltnang dta@nuL{oUeEVoOU mTpoiovtog

‘Exovpe tn dvvatdomnto voo S00UE KOl TN YPOPIKY OVOTOPAGTOCT TV OEG0UEVOV GTO

Ipaonpua 13.

Count

MNai Oy

‘Exere patel epiocéTepeg TTANPOQOPIES yIa TTpoidvTa TTou gidarte Siapnuilopeva oe Video Games;

lpapnua 13: Mepattépw avalntnon dtapnut{opevVou mpoiovtog.

Yy gpotnon «Tt oag kdvel vo ayopdoete vo Tpoidv petd omd o dopnpon o Video
Game;» n cuvrpirtikn TAsoyneio pe tocootd 71,7% amdvinoe 6t dev ayopdlel kdTL Tov €ide
og owpnuion. Ot vrolouteg amavtnoelg Ommg N T €xel to 6,5%, n mepepyewa to 10,9%, N
eupdavion to 5,8% kot téAog to £y avdykn to 5,1% (Iivakag 17)
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Ti 00g KAVEI VA ATTOQACICETE VO AYOPACETE EVA TTPOIOV META ATTO MId
Slapnuion o€ video game;

Valid Cumulative
Frequency Percent Percent Percent
Valid H 1iun 9 4,0 6,5 6,5
H epgdvion Tou 8 3,6 5,8 12,3
TTPOIOVTOG
H mepi€pyeia 15 6,7 10,9 23,2
To £€xw avaykn 7 3,1 5,1 28,3
Agv ayopdlw KATI TTOU 99 44,4 71,7 100,0
€ida o€ dlapnruion
Total 138 61,9 100,0
Missing System 85 38,1
Total 223 100,0

Mivakag 17: Mogoota yta moto Adyo ayopalouv Kamoto SLta@niut{opuevo mpoiov

‘Exovpe tn dvvatdotnta voo So0UE KOl TN YPAPIKY OVOTOPAGTOOT TV OES0UEVOV GTO

I'pbonua 14.

a0

Percent

H1ipr H epgavian Tou H tTepiepyeia To exw avaykn  Aev ayopa{uw KA
TTROIOVTOC TToU €ida Ot
Slagripion

Ti ocag KAVEI va ATTOPUCICETE VU ayOpACETE EVA TTPOTOV META aTTd JIa Siaghion ot video game;
lpapnua 14: Tt 00 KAVEL VA QITOPAOLIETE VO AyOPUTETE EVa SLapnULt{OUEVO TTIPOIoV

2V pOTNON av EXOLV TPOTEIVEL G€ KATO10 PIA0 TOVG drapnulopeva Tpoidvta to 27,2%

andvinoe O0tL £xel TpoTeivel, To 72,8% 611 dev 10 £xel kavel moté (Tlivaxag 18).
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‘Exete TrpoTEiVEl TTOTE TTPOIOVTA O€ PIAOUG OOG TTOU
gidare diapnuilopeva o Video Games;

Frequenc Valid Cumulative
y Percent Percent Percent
Valid Nai Sl 16,6 27,2 27,2
Oxi 99 44,4 72,8 100,0
Total 136 61,0 100,0
Missing System 87 39,0
Total 223 100,0

Mivakag 18: Mooootd av Exouv MPOTEIVEL OE PIAOUG KATToLo SLa@nUL{OUEVO TTPOIOV

‘Exovpe tn dvvatdotnTo voo So0UE KOl TN YPAPIKY OVOTOPAGTOOT TV OES0UEVOV GTO

I'paonua 15.

Count

Nai Oy

‘EXETE TTPOTEIVEI TTOTE TTRPOIGOVTA o€ @ilouc oag TTou eidare diapnuilopeva oe Video Games;

lpapnua 15: Exete mpoteivel o€ karmolo @ilo toug Stapnuilousva npoiovra

Ymv tedevtaio. EpOTNON TOV EPOTNUOTOAOYIOV 1 omoio apopovcoe «Av umopel pio
SN ILOT VO OAAGEEL TN YVOUN LOG Y10 TO TTPOIOVTOL KOt TIG ETOPIES», O1 AmAVTNOELS EppavilovTal
LLE TO TOPAKAT® TOG00Td. To peyaAvtepo mocooto 55,1% andvince «iocwe», to 18,8% andvinoe
OTL dgv UTOPOVV va, TOVG AALGEOLY Yvodun, eved povo to 10,1% amdvinoe «vaw. ‘Eva onpovto
1060610 15,9% andvinoe 011 dev yvopilet av ot SoeNUiGES LTOPOVY VO EXNPEAGOLV TNV Kpion

oG Yo ToL dtapnulopeva tpoiovra (IMivaxag 19).
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Nopileig 611 o1 diagnuioeig ota Video Games pag Kavouv va
OAAGJOUME TN YVWHN HOG YIA TA TTPOIOVTA KAl TIG ETAIPEIES;

Valid Cumulative
Frequency Percent  Percent Percent
Valid Nai 14 6,3 10,1 10,1
Oxi 26 11,7 18,8 29,0
Towg 76 34,1 55,1 84,1
Aev EEpw /dev 22 9,9 15,9 100,0
ATTAVTW
Total 138 61,9 100,0
Missing System 85 38,1
Total 223  100,0

Mivakag 19: Moogootd yia To av ennpealouv ot SLPNUICELS TN YVWUN OAC YLA TA TTPOoiovTa

‘Exovpe tn dvvatdotnTa voo So0UE KOl TN YPAPIKY OVOTOPAGTOOT TV OES0UEVOV GTO

I'pbonua 16.

60

Percent

Ma Oyl Towg Lev CEpL /OEY QTTOVTW

NopiZeic 61 o1 Siagpnuicelg ota Video Games Jag¢ Kavouv va aAAA{OVHE TN yVWHN Hag yid Ta TTpoiovTa
Kal TI§ ETAIPEIES;

lpapnua 16: Av ot Stapnuioels pag kavouv va aAAadoulEe YVwun YL To IpoiovTa Kal TIG ETALPIEC
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6.2.Xtatikn avaivon

"Yotepa omd Ty TEPLYPAPIKN AVAAVGT OA®V TV SEGOUEVOV TTOV £XOVUE, e SOy PALLILOTOL
Kol mivokeg, TO €mOUEVO PrHo OTNV OTOTIKA avAAvon mov Bo mpémer vo yivel o €heyyog
TOPOUETPIKOTNTAG 1] U1 Kot avTO S10TL, Ba Tpémetl va S0V e av Ta dedoUEVOL LG akoAovBovv 1) Oyt

KOVOVIKT] KOTOLVOLLY).

Ip®Toc £PEVLVNTIKOC GTOYOC

210V mPAOTO €peLVNTIKO oTOY0, Ba depevvnBel Katd moéGo ot éenpor emmpedlovrtan
KOTOVOAOTIKA omd TN ypoviky owapkewn ypnong tov Video Games. Xavtdv 10 o10)0
eumiéxovral ot epotnoelg 1)IMowa eivan n nhikia cag; (tvmog eprfov), 2) oo givat to pOALO 60G;
(tOmog eprPov), 3)I1dco cuyvd mailete video games; (ypovikn dwdpkeia), 4)Otav mailete video
games moon dpa. aplepdvete; (ypovikn duapkela), 5) [dco cuyvd ayopalete Tpoidvta Tov Exete
del drapnuilopeva oe video games (kotavolotiky 6idbeon), [owa mpoidvra £xete ayopdost
e€attiag TV dapnuicemv mov eidate og Video Games; (katavaimtikn didbeon).

INo va e€gtaotel 1 cvoyétion petald g nikiog Kot TG cuyvoTTaS 0yopds TPoiovImv
oV £YoLV daPNUoTEL o€ Prvteomatyvidla, TPOyUATOTOMONKE U TOPAUETPIKO TEGT GLGYETIONG
Spearman's rho, kaBdg Ta dedopéva dev aKoAOVONGAV KAVOVIKT) KATAVOULY.

210 ovyypaupo tov Ziopukov I', Bacthkomovlov A, pe titho «E@appoyr Mefoddwv
Avdlvong Zmv ‘Epevva Ayopdc, 2005» avaeépetar 6Tt «O cuVTEAESTNG GLGYETIONG Spearman
elEYxel TV Vmapén ovoyétiong PeTa&y dvo petafintav, X kot Y, OTov o1 TopaTnpoELS TOV
petafintov X koar Y moapovcialovion oe Cevyn. H tun tov cvvtedeot cvoyétiong Spearman
(Spearman's p) xopaivetat amod -1 £og +1. Av ot peyardtepeg (N PKpOTEPES) TILES TNG HETOPANTIG
X 1etvouv va avTiototyobv oTIG PEYaAVTEPES (N UIKPOTEPES) TIWEG TG petafAntg Y, tote o
oLVTEAEDTNG GLOoYETIoNG Spearman Oa mpoceyyilel to +1(Betikn ovoyétion). AvtiBeta, av ot
HeyoADTEPES TIEG TG X AVTIGTOLYOVV OTIG HIKPOTEPEG TWES TS Y (1] avToTpOP®S), TOTE O
OULVTEAECTIG GLGYETIONG TOVL Spearman Ba tpoceyyiletl 1o -1 (apvntikn cvoyétion)» (ceh 518).

Eniong ypnowonoteitatl kou otatiotikny péBodog Chi-Square (X?) teot. ZOHQOVO e TOV
Kokkwvo N. oto ocOyypappo pe Titho «XT0TI0TIKN 0vOAvoN: Osmpio kot epapuoyés, 2010y,
avaeépetor 0T, 10 1e6T Chi-Square (X?) eivor pia ototiotikn péBodog n omoio. ypnoyLomoleitot
vy va eAeyyBet av vapyel oxéon N GLGYETION HETAED dVO KATNYOPIK®OV UETARANTOV o€ &vav
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TANOLGUO. ZVYKPIVEL TIG TOPATNPOVUEVEG GLYVOTNTEC TWV OEOOUEVMOV UE TIC OVOUEVOUEVEG
ovyvotNTEG TOL B LVIPYAY AV OEV VIPYE GLGYETION UETOED TV peToAnTdV. Edv 1 11 Tov
X2 glvar vynAn kou 1 mbavotra (p-value) sivor pukpdtepn amd to TPoKaBOPIGUEVO EMiMEDOD
onpavtikdmrag (cvvnbwg 0,05), T0te amoppintetarl 1 UNdEVIKN VITOOECT KOl KOTOAYOVE GTO

OLUTEPACUO.  OTL VTAPYXEL OTOTIOTIKO ONUOVTIK] OLOYETION HETAED TOV  HETAPANTOV.

Correlations

Moo ouyvi
ayopdleTe
TpoidvTa Tou
£yeTe AEl
Bl ouEv T
Mona givi n e Video
nAkia oo Games;
Spearman's rho Mo gival n nAkio oog; Correlation Coefficient 1,000 ,Eﬂf
Sig. (2-tailed) ) 018
[ 154 137
Mdoo ouyvd ayopdETe Correlation Coefficient 202 1,000
TROIGYTE ToU EXETE GEl e
Gl nuIouEva oF Video Sig. (2-tailed) 018
Games; MM 137 137

* Correlation is significant at the 0.05 level (2-tailed).
Mivakag 20:3V0xETion HeETaU TNG NALKIOG KOt TNG CUXVOTNTAG

And ta napandve (IMivakag 20), eaivetor OTLVIAPYEL GYECT GTATIGTIKNG GNUOVTIKOTNTOC
070 pOAO TNG NAKiOG GTN GLVYVOTNTO AYOPAS TPOTOVTWV TTov daenuilovtan o Prvreomaryvidia.
ITo cvykekppéva, to Spearman's rho givar 0,202 kot etvor onpavtkd oty erninedo 0,05. Avtd
onpaivel 0tL, 660 av&dvetor 1 NAKia, TOG0 AVEAVETOL Kot 1) cLYVOTNTO AYOPag TPOIdVT®V TOV
SwpnpiCovtar oe Prvreomoyvidta, oALA 1 GYEon avtr| givol Ayotepo 1oyvpN amd TV eXTiUnom
NG GTOTIOTIKNG ONUOGIOG. XTO GUYKEKPIUEVO delyla, N PO GYEGEWS GTO GUVOAO O£dOUEVOV
etvar Myaxt méve amd to 20% (p”2 = 0,04). EmmAéov, n oyéon avtn eivon avtiBetn pe v oyéon
OV TEPLYPAPETOL GTNV EPMTNGTN, N omoia VooTnPilel TNV onuacio g NAKiag otn cvyvotnTa
ayopdc mpoidvtwv wov dwpnpilovtar e Prvteomaryvida.

H napokdto cuoyétion agopd 10 GUAO Kot T GuYVOTNTOS aYOPds TPOIOVTOV Tov £X0VV
dwpnotet og Prvteomaryvidto.

Chi-Square Tests

Asymptotic
Significance (2-
Value df sided)
Pearson Chi-Square 1,5852 4 ,811
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Likelihood Ratio 2,351 4 ,671
Linear-by-Linear Association ,075 1 , 785
N of Valid Cases 139
a. 4 cells (44, 4%) have expected count less than 5. The minimum expected
countis, 19.

Mivakag 21:5UoxéTion apopd To YUAO KaL T GUXVETNTAS AYoPds TPOTOVTWY

Amo ta topandve (IMivaxog 21), eaiveton 6Tt Ta amoteAéopata tov mivaka "Chi-Square
Tests" delyvouv OTL dev LVIAPYEL GTOTIOTIKA CNUAVTIKY] GYE0M HETAED TV dVO KATYOPIK®OV
peTafAnTdv mov eEeTdoTnKay. XuyKekpluéva, 1 Tiun tov Pearson Chi-Square givon 1.585 pe 4
Babuovg ehevbepiag ko p-value 0.811, vwodnA®VOVTOS OTL dEV VILAPYEL CNUOVTIKY OLLPOP.
Opoimg, n Ty tov Likelihood Ratio givat 2.351 pe p-value 0.671, kou n tipn| g dokiung Linear-
by-Linear Association givat 0.075 pe p-value 0.785, vrodeikvhovtag 0Tt deV VIGPYEL YPOUUIKY
oxéon peta&y tov petafAntov. To ostypo amotedeiton amd 139 &yxvpeg mepmtOOELS, OAAY
napotnpiOnke 61t 10 44.4% TV KEMOV EYEL AVALEVOUEVO aplBUO LKPOTEPO Ao 5, YeYOVHS OV
pmopet va ennpedoet v a&lomiotia g avaivong. Zuvoyilovtag, ta anoteAéopata deiyvouv Ott
OEV LILAPYEL OTATIGTIKG CTLLOVTIKT OYECT HETOED TV dVO KATIYOPIK®OV UETAPANTOV.

H mapaxdto cvoyétion agopd tn cvyvotnta pe v onoio rtoilovv video games kot
CLYVOTNTOG OYOPAS TPOTOVIMY OV £XOLV dlopNoTEl 68 PBrvteomanyvidia.

Correlations

Mooo ougvi
ayopdlere
TpoidvTa Tou
EWETE GEI
Moo guyvd AN UITUEVT
Taifere Video aE Wideo
Games ; Games;
Spearman's rho  TMAoo guyvd Taifere Video Correlation Coefiicient 1,000 169
Games | Sig. (2-tailed) . 049
I 164 137
Maoo ouyvd ayopdeTe Correlation Coefficient A ) 1,000
TREOTGVTE TOU EYETE GEl o
Bl NI TUEVE 0 Video Sig. (2-tailed) 048
Games; M 137 137

* Correlation is significant at the 0.05 level (2-tailed).
Mivakac 22:5UCxETION AQOPA TN oUXVOTNTA UE TNV omola nai{ouv video games Kal T OUYVOTNTAC OyOPAS TPOoioVTwY
Yrapyet pikpn oAAG ONUOVTIKY GYXEOM HETOED TNG ovyvoTnTag Tov moilovv Kol TNg
oLYVOTNTOG 0YOPAg TPOiovVTMV oL dtapnpilovrtal o€ frvteomoaryviola. O cVVTEAEGTNG GVGYETIONG

Spearman's rho givor 0,169, o omoiog vrodnidvel o pkpn Betikny oyéon peta&d twv 600
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petofintov. H oxéon avty etvar onuavtiky oto eninedo 0,05, oniadn n mbavotnto va eivon

toxaia M oxéon etvar pikpotepn tov 5%. Avtd onuoaivel 0Tt 6cot mailovv mTEPIGGOTEPO

Bwteomayvidia, eitvor mo mbavd va ayopalovv mpoiovto mov dtenuilovtatl péca ota moryvidto.

H napaxdto cvoyétion apopd to xpovo mov aplepdvouy yia va taiovy Video games kot

TN GLYVOTNTOG OYOPAS TPOIOVT®V TOL £Y0LV OlPNULIoTEL 68 Prvteomatyvidia.

Correlations

Mdoo quyvi
ayopdleTe
TpoidyTa Tou
Orav waileTal ENETE BEI
YWideo Games Ala oV
TaaT W e Video
QPIEQUIVETE; Games;
Spearman's tho Ortav maiferal Video Games  Correlation Coefficient 1,000 -,EIIZIIIZI’=
TTOGT WP EIEpRITETE, Sig. (2-tailed) . 019
[ 138 136
Maoo ouyvd ayopdlere Correlation Coefficient -200 1,000
TROIGYTE TOU EXETE BEl o
Slapnuiouéva o Video e s
Games; [ 136 137

* Correlation is significant atthe 0.05 level (2-tailed).

Mivakac 23:5U0XETLON APOPA TO XPOVO TTOU APLELPWVOUYV yLa va rtaiéouv video games Kol Tn oUXVOTNTAG QYOPAS TTPOIOVTWY

H ocvvaoeeio peta&d tov ypdvov Tov aelepdveTol 6To oy viol PvTeomaryvidudy Kot NG

oLYVOTNTOG AYOPds TPOTOVT®V oL dtapnpilovtat o€ Prvreomoaryvidto elvar pikpn oAAE SNUOVTIKY

kol apvntikn (ITivaxog 38). O cvvieheotng cvvdgelag Spearman's rho givon -0,200, o omoiog

VTOONA®MVEL OTL OGO TEPIGGOTEPO YPOVO APLEPDOVETOL GTO ToyViol Prvteomaryvidlidv, TOGO

Mydtepo cuyva ayopdloviot Tpoidvta mov dapnuilovtor oe Prvreomaryvidla, Kot ovIicTpoQa.

Avt 1 cuvdeela eivat 6TaTIGTIKA oNUAVTIKY 610 eminedo 0,05, SnAadn N TapaTnpovUEVN TXEGN

dev opeidetal oTo TOYM.

H mopaxdtow ocvoyétion agopd v mAikio kor v ayopd mpoidoviov mov £youvv

dwpnotet og Prvteomaryvidto.

Chi-Square Tests

Asymptotic
Significance
Value df (2-sided)
Pearson Chi-Square 9,9012 6 ,129
Likelihood Ratio 10,181 6 ,117
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Linear-by-Linear 1,464 1 ,226
Association
N of Valid Cases 139

a. 7 cells (58, 3%) have expected count less than 5. The

minimum expected count is, 83.
Mivakag 24:35U0XETION apopd TNV NALKIAL KO TNV ayopd PoLovTwy mtou €xouv SLapnuLotel o€ Bwvteomauyvidia

Ta amotedéopato tov mivakoe "Chi-Square Tests" vmodewkvbovv Ot dev vEapyEL
OTOTIOTIKA GNUOVTIKY OYE0T HETOEDL T®V OVO KOTNYOPIK®OV UETOPANTOV mov efetdotnkay.
Yvykekpéva, 1 Tiun tov Pearson Chi-Square givot 9.901 pe p-value 0.129, ) tipun tov Likelihood
Ratio givan 10.181 pe p-value 0.117 ko i tipn g Linear-by-Linear Association givon 1.464 pe
p-value 0.226. Oka to p-values elvar peyordtepa amd 0.05, mpdypo mwov onuaiver 6tl
AmOTVYXAVOLUE VO amoppiyovpe TN undeviky vrobeon. Emmiéov, 7 kehd (58.3%) &xovv
OVOULEVOLLEVES GLYVOTNTEG UIKPOTEPES OO S, YEYOVOG OV pmopel va ennpedcetl v aglomotio
TOV OTOTEAEGULATOV. ZVUVOAIKA, TO ATOTEAEGLOTO OELYVOUV OTL OEV VTLAPYEL CTATIGTIKA GTLOVTIKT
oxéom HETOEL TV HETAPANTOV 610 delypa Tov 139 ykupmv TepmTOCEWV.

H mapaxdto cvoyétion agpopd 1o ¢OAO Kot TNV ayopd TpoidvVI®mV oL £X0VV 00PN UIGTEL

o¢ Prvteomaryvido.

Chi-Square Tests

Asymptotic
Significance
Value df (2-sided)
Pearson Chi-Square 2,1942 6 ,901
Likelihood Ratio 2,826 6 ,830
Linear-by-Linear ,181 1 ,670
Association
N of Valid Cases 139

a. 8 cells (66, 7%) have expected count less than 5. The

minimum expected count is, 11.
Mivakac 25:5U0XETION APOPA TO PUAO KaL TNV Ayopd IPOoIOVTwWwV TTou Exouv Stapnuiotel o€ Bvteomauyvidia

H ovvdeeion petagd tou @OAOL KOl TOV TPOIOVIOV TTOV OyopacsTnKav eE0Tiog TV
dwpnpicewv mov gidate oe Prvteomaryviowa stvan eEldyiot kat dev Exel onuacio. O mivaxoag "Chi-
Square Tests" mapovoidletl ta amoteléopata TG avdAvong yia ) oxéon Hetald 600 Katyopikmv
petapAntov. H tyun tov Pearson Chi-Square givot 2.194 pe 6 Babpovg ehevbepiag kar p-value
0.901, evé> n tuf tov Likelihood Ratio eivar 2.826 pe p-value 0.830. H Linear-by-Linear
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Association éyet tiun 0.181 pe p-value 0.670. OAla ta p-values egivar peyorvtepo amd 0.05,
VTOOEIKVOOVTOG OTL 08V VTAPYEL OTOTIOTIKG ONUAVTIKY oYEon HeTald TV UeETUPANTOV.
Inuewwveton eniong 0Tt 8 keAd (66.7%) €xovv avopevOUEVES GLYVOTNTEG HIKPOTEPEG ATO 5,
YEYOVOGS TTOL UITOPEL VoL ETNPEAGEL TNV AEL0TIOTIO TOV OMOTEAEGUATOV. ZVUVOAKA, TaL dEdOUEVA OEV
delyvouV KATO10 GNLLOVTIKT GUGYETION LETAED TOV KATNYOPIK®V LETAPANTOV 6T0 deiypa tov 139

EYKVPOV TEPUTTMOCEWMV.

AEVTEPOC EPEVVNTIKOC GTOYOC

Ytov 0e0tepO gpeuvnTIKO 6TOY0, Ba diepeuvnBel kotd OGO ot Eépnpor exmpedlovral
KOTOVOAOTIKA 00 TNV OIKOVOUIKT KOTAGTOG TNG OLKOYEVELNS TOVS KaTd TN Ypnon Tov Video
Games. £’ avtd 10 otdy0 eumiékovtar ot epotoelg 1)Ilow etvar n nhkio cag; (tdmog eprfov),
2) Iow eivar 0 eUALO oag; (tomog epnfov), 3)Ilown elvar M owovopky KotdoTOoT TNG
owoyeveiag oag;(owkovopkn Katdotaon), 4) [166o cuyvd ayopdlete mpoidovia mov £xete O€t
Stpnuildueva oe video games (kotovaAotiky 61dbeom), 5) Ilowa mwpoidvia Exete ayopdost
eEatiag Tov dapnpuicemv mov ldate o Video Games; (katavalmtikn didbeon).

H napaxdro cvoyétion (Ilivakog 26) apopd TV OIKOVOUIKT KATAGTOOT TNG OIKOYEVELNG

KoL TN oLYVOTNTOG AYOpag TPOIdVTMOV TOL £X0VV PN UICTEL 68 PrvTeomatyvidla.

Chi-Square Tests

Asymptotic
Significance (2-
Value df sided)

Pearson Chi-Square 8,0672 6 ,233
Likelihood Ratio 10,222 6 ,116
Linear-by-Linear Association 1,031 1 ,310
N of Valid Cases 139
a. 6 cells (50, 0%) have expected count less than 5. The minimum expected count is,
13.

Mivakac 26:5UCXETLON TNG OLKOVOULKIG KXTAOTAONG TG OLKOYEVELAC KOl TNG CUXVOTNTAG QY0P TTPOIOVTWY

Ta amoteréouarta tov mivaka "Chi-Square Tests" delyvovv OTL dev VITAPYEL CTATIOTIKA
ONUOVTIK oxéon HETaED TV 000 Katnyopwkmv petafAntov mov eéetdotnkov. H tun tov
Pearson Chi-Square eivou 8.067 pe 6 faduovg erevbepiag kot p-value 0.233, ) tiur tov Likelihood
Ratio givon 10.222 pe p-value 0.116, xar 1 tipun ¢ Linear-by-Linear Association givat 1.031 pe

p-value 0.310. Ola to p-values eivor peyordtepa amd 0.05, mpdypo mov onuaiver Oti
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amotvyxdvoope va amoppiyovpe T unoevikn vrobeon. Emmiéov, 6 kehd (50.0%) &xovv
OVOUEVOLEVES GLYVOTNTEG WKPATEPES O 5, YEYOVOS TOL Umopel va emnpedcstl TV a&lomotio
TOV OTOTEAEGLATOV. XUVOAIKA, TO ATOTEAEGHOTO OELYVOLV OTL OEV VTLAPYEL GTATIGTIKA GNUOVTIKN
oxéon Petasd TV PETAPANTOV 610 delypa TV 139 £ykupov Teputtdoemy.

H mopokdtom cuoyétion apopd 1o pUAO Kot To TPoIdVTa TOL ayopdcov dtapnuioueva g

Bvteomatyviota.
Chi-Square Tests
Asymptotic
Significance
Value df (2-sided)
Pearson Chi-Square 1,5852 4 ,811
Likelihood Ratio 2,351 4 ,671
Linear-by-Linear ,075 1 , 785
Association
N of Valid Cases 139

a. 4 cells (44, 4%) have expected count less than 5. The

minimum expected count is, 19.
Mivakac 27: SUCYETLON TTOU apopd TO PUAO Kal To Tpoiovta mou ayopaoav Stapnui{ousva o€ Bivteomayvidio.

Am6 tov [Mivaka 27 pmopovpe va dodue 0T, ta amoteAécpata tov "Chi-Square Tests"
OEV VTAPYEL OTATICTIKG ONUOVTIKY Oxéorn HeTaEh TV VO KATNYOPIKAOV UETUPANTOV TOV
egetaotnkav. H tiun tov Pearson Chi-Square eivon 1.585 pe 4 Badpovg erevbepiag kan p-value
0.811, n tiun tov Likelihood Ratio givat 2.351 pe p-value 0.671, kou i tipn g Linear-by-Linear
Association eivor 0.075 pe p-value 0.785. Ola ta p-values eivon peyoadvtepa amd 0.05,
VIOSEIKVOOVTOG OTL OTOTLYYAVOVLE VO amoppiyovpe T Undevikn vedbeon. Emmiéov, 4 keld
(44.4%) éxovv OVOUEVOUEVEG GLYVOTNTESG LIKPOTEPES OO 5, LE TO EAAYLOTO AVAUEVOUEVO TAT00G
va gtvan 0.19, yeyovdg mov pmopet var Ennpedoel TV 0E0TIOTIO TOV OMOTEAECUATOV. ZUVOAIKAL,
To 0E0OUEVOL OEV DTOOEIKVOOLV KOATOWL ONUOVTIK GLOYETION HETAS) TV KOTNYOPIK®OV
petafAntav oto delypa tov 139 £ykupmv TeptOcE®V.

Ot TopaKAT® CLGYETICES aPOPOVV TNV MAKIOL KOl TNV OIKOVOUIKY KATACTOCN NG
owoyeveiag kabmg kot v nlkion pe 1N ovxvotTo ayopds OaenulOpEVOV TPOIOVIOV GE

Bvteomatyviota.
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TIM.E. «<ANATITHEH OHOIAKQN TAIXNIAION KAI TOAHMEEIKON EQAPMOTQNy CEVRLOPHENT
Chi-Square Tests
Asymptotic
Significance
Value df (2-sided)
Pearson Chi-Square 8,1202 6 ,229
Likelihood Ratio 8,511 6 ,203
Linear-by-Linear 273 1 ,601
Association
N of Valid Cases 154

a. 4 cells (33, %) have expected count less than 5. The

minimum expected count is, 30.
Mivakac 28: SUCYETLON TTOU apopd TNV NALKIOL KO TNV OLKOVOULKN KATAOTXON TNG OLKOYEVELNG

Booiwopévo ota anoteAéopata tov teot chi-square mov deEnydnoav (Ilivaxag 28), dev
TOPOTNPEITAL GNUAVTIKT GTATICTIKY GVGYETION HETAED TV HEAETNUEVOVY HETaPANTOV. O deikTng
y-teTpay®ViKNG Pearson xataypagpet tiun 8.120 pe 6 Babpovg elevbepiag ko mbavotta 0,229,
eV 0 deiktng avaroyiog mhovotnTeV deiyvel T 8,511 pe TapopHoo Un GTOTIGTIKA GNUOVTIKY
mBovotnro 0,203. To TECT YPOUMKNG-TPOG-YPOAULUIKTG cLoYETIoNS emPefordvel avtd To
arotedéopata pe tiun 0,273 won mbavotnta 0,601, av Kot 1 Tdon ot 0gv eaiveton va eivan
oTOTIOTIKA onuavtikr. To ovvoro ¢ avdivong Paciletar oe 154 €ykvpeg mEPMTMOGELS TOV
eEetdotnroyv. [Taporo mov opiopéveg avaprevopeveg TYES ival KOTm amd S, 0ev TapovotdleTon
OPKETN OTATIOTIKN omdOEEN Yo va amoppleBet n undevikn vedOeon, tpocsdiopilovtag £Tct TV

avumap&io oMNUOVTIKNG GVoYETIONG LETAED TOV HETAPANTAOV TOV peAeThONKaAY.

Chi-Square Tests

Asymptotic
Significance
Value df (2-sided)
Pearson Chi-Square 12,3192 4 ,015
Likelihood Ratio 15,669 4 ,003
Linear-by-Linear 7,249 1 ,007
Association
N of Valid Cases 139

a. 4 cells (44, 4%) have expected count less than 5. The

minimum expected count is 1, 49.
Mivakac 29: SUCYETLON TTOU aPopd TNV NALKIO Kol TN CUXVOTNTA ayopdG Stopnut{OUEVWY TPoiovVTwy

Ta oamoteAéopata twv teot chi-square deiyvovv GTATIOTIKA CNUOVTIKEG GUGYETICELS

petald tov peketmuévov petafintov (Mivakag 29). O deiktng yi-tetpayovikng Pearson
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katoypdoet Tyun 12.319 pe 4 Babpotg erevbepiog ko mbavotnta 0,015, eved o deiktng avaroyiog
mhavoTteV Otiyvel Ty 15.669 pe axdpo UKpOTEPT, UN OTATICTIKA CNUOVTIKT ThavotnTo
0,003. To T€0T YPOUUIKNG-TIPOG-YPAUUIKNG GLGYETIONG EMPEPoLdVEL OLTE TAL OTOTEAECUATO, [UE
T 7.249 ko mbavotnra 0,007. H avérvorn Pacileton oe 139 €yxvpec mepmtdoels mov
eEetdotnroyv. [Tapd to yeyovoc 6Tt 0pIoUEVES OVAUEVOUEVES TILEG €TVl KAT® oo 5, o1 YoUNAES
TIWEG p KOOIOTOOV GOPEG OTL VIAPYEL OTATICTIKA CNUAVTIKY OmOdEEN Yoo vo. amopplebel n
undevikn vwodeon. AVTd To AmOTEAECUATO VTOJEIKVVOVY OTL Ol peretnOeioeg petafAntéc dev
etvat ave€apneg 6T0 GVYKEKPIUEVO TANBVOUO OO TOV OTTO10 TPOEPYETAL 1] SELYLLATOAN YA

Ot mopakdT® GULGYETIGES OPOPOVV TO GUAO KOl TNV OIKOVOUIKY] KOTACTOGN NG
owoyevelag KaBOG kot to @OAO pe mown  Senuilopeva mpoidvto EYovv oyopdoel Tov

wpoPArOnkav ce Prvreomonyvida.

Chi-Square Tests

Asymptotic
Significance
Value df (2-sided)
Pearson Chi-Square 13,1882 6 ,040
Likelihood Ratio 14,258 6 ,027
Linear-by-Linear 3,048 1 ,081
Association
N of Valid Cases 154

a. 6 cells (50, 0%) have expected count less than 5. The

minimum expected count is, 04.
Mivakac 30: SUCYETLON aPOPd TO PUAO LUE TNV OLKOVOULKI KATAOTAO! TG OLKOYEVELAG

Ta amoteAéopata twv teot chi-square mopéyovv GNUOVTIKY EVOEIKTIKY] TANpopopio.
OoYETIKA e TIG oyéoels petalhd tov pehemBéviav petafintav (Ilivakag 30). Apyikd, o deiktng
Y-TETpaYy®VIKNG Pearson kataypdoet vymAn tun 13,188 pe 6 Pabuodg eievbepiog won
onpavtikdmra 0,040, mov avtictoyel oe p = 0,040. Avtictoyyo, o Ogikng avaioyiog
mBovotnTwV Topovcldlel emiong oTOTIOTIKA onuoviikd amotéleopa pe Ty 14,258 ko
onuavtikotra 0,027, dnradn p = 0,027. TéLog, TO TECT YPAUUIKNG-TPOS-YPOUUIKNG GUGYETIONG
katoypdoer Ty 3,048 pe 1 Babud elevbepiog Ko Pn ONUOVTIKY OCTOTIGTIKY] GNUOVTIKOTNTO
0,081, oniadn p = 0,081. H avdivon Paciletor oe chvoro 154 €ykupov TEPIMTOGEDV TOL
e€etdotnioayv. [Topodro mov 0pIoHEVES AVOIEVOUEVEG TIHEG ETvVOL KAT® amd 5, 1| CNULOVTIKOTNTA TOV
OTOTEAECUATOV OElyvel GaT TAOT Yoo amOppYT TNG UNOEVIKNG LITOBESTG, VITOSEIKVIOVTOG

ONUOVTIKT] GVOYETION HETAED TOV HETAPANTOV TOv PEAETHONKAY. ZVVETMOC, TO EVPTUATO OVLTA
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vrootnpilovv v vdOeon OTL o1 peretnOeioeg peTOPANTEG €ivol ONUOVTIKA GLGYETICUEVEG

HETOED TOVG GTOV TANBVGUO A TOV 0010 TPOEPYETAUL TO OETLYLLAL.

Chi-Square Tests

Asymptotic
Significance
Value df (2-sided)
Pearson Chi-Square 2,1942 6 ,901
Likelihood Ratio 2,826 6 ,830
Linear-by-Linear ,181 1 ,670
Association
N of Valid Cases 139

a. 8 cells (66, 7%) have expected count less than 5. The

minimum expected count is, 11.
Mivakac 31: SuoxETion apopd to pUAo ue Tota Stapnut{OUEVA TTPOIOVTA EXOUV QyOPAOEL

Ta amoteréopata tov teot chi-square deiyvouv OtL 0ev VILAPYEL GTATIGTIKA GTUOVTIKY
ovoyétion peta&y tov peremBéviov petafintov (ivakag 31). O deiktng y-teTpOoy®VIKNG
Pearson xataypdoeer tyunq 2,194 pe 6 Pabuodc ehevbeplog kot pn ONUOVTIKY] GTOTICTIKN
onuavtikdmra 0,901 (p =0,901). O deiktng avaroyiog TOavVOTHTOV ETIGNG SEIXVEL U1 ONUOVTIKY
oxéon pe Ty 2,826 wor onuoviwomta 0,830 (p = 0,830). Télog, TO TEGT YPOAUKNG-TPOC-
YPOUUIKNG GLOYETIONG Kataypdpet moAd younAn Ty 0,181 pe pn onpoviiky GTaTioTiKn
onpavtikotra 0,670 (p = 0,670). H avaivon PBaciletar oe cuvoro 139 &ykvpov mepimtd®oemv
nov e&etdomnkay. [apd 10 yeyovdg 0Tt TOAAEG amd TIG avapeVOUEVEG TWES elval KATo amd 5
(66,7%), N YOUNAT CTOTIGTIKY] CTLLOVTIKOTNTO TMV ATOTEAECUATMV VITOONADVEL OTL OEV VILAPYEL
apKETN amOdEIEN Y va amopprpBel n undevikn vtodeot). Avtd onuoaivel 6Tt dgv VILAPYOVY APKETA
dedopéva yio va vtootnpiEovv v vwodeon Ot o pedetnBeioeg petafAntég elvatl GLGYETICUEVES

HETOED TOVG GTOV €V AOY® TANBLGLO.

Tpitoc EPELVNTIKOC 6GTOYOC

Ytov 1pito gpguvnTikd o1dHY0, Bor depevvnbel Kotd méco or EpnPor exmpealovran
KOTOVOAOTIKG 00 KOTAVOAMTIKY 0130g0n TOV QiA®V Tovg, KaTtd TN Ypnon tov Video
Games. £’ avtd 10 6tdY0 eumiékovtar ol epmtnoelg 1)ITowa eivar n nhikia cag; (Tdmog eprfov),
2) oo ivar To VALO cag; (TOTog €PNPov), 3)I1660 cuyva emkovmveite pe PIlovg cag HECH
dwadikctoov yuo va maifete video games;, 4) ‘Exete mpoteivel mote mpoidvta 6€ Gilovg cag mTov

gldate drapnuldueva og video games; (kotovaAwtikn 61abson).
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H mapoaxdro cvoyétion (Ilivaxog 32) apopd v nikio kot av Exovv mpoteivel mote

KATo10 J1opNEOUEVO TPOIOV.

Chi-Square Tests

Asymptotic
Significance
Value df (2-sided)
Pearson Chi-Square 5,1532 2 ,076
Likelihood Ratio 4,928 2 ,085
Linear-by-Linear ,623 1 ,430
Association
N of Valid Cases 139

a. 0 cells (0, 0%) have expected count less than 5. The

minimum expected count is 6, 12.
Mivakac 32: Suoxetion nAikiac pe mpotaon Stapnut{OpUeVoU mpoiovtog o KAmoLo iAo Toug

Ta amoteréopata tov teot chi-square deiyvouv OtL 0ev VILAPYEL GTATIGTIKA GTUOVTIKY
OLGYETION HETOED TV pedeTnBévTav petafAntov otov egtaldpevo minbvopd (Ilivaxag 32). O
delktng yr-teTpaywvikng Pearson kataypdeet tipun teot ion pe 5,153 pe 2 fabpovg erevbepiog kot
U1 GTOTIOTIKA GNUOVTIKY TPOCEYYIGTIKN onpovTikotnta (p = 0,076). Eniong, o deiktng avaioyiog
mbavotitmv deiyvel Tyun teot ion pe 4,928 pe mpooeyyiotikny onpaviikotntoe 0,085 (p = 0,085).
Télog, TO TEGT YPOUUIKNG-TPOG-YPOALLUIKNG GUGYETIONG Kataypaeet Ty €0t iom pe 0,623 pe un
onpovtikn tpoceyyotikn onuovtikotta 0,430 (p = 0,430). Av Kot dev VTAPYOLV AVOUEVOLEVES
TIES KAt omd 5 o kapio and 1t kKoyéreg (0,0%), ot vyniég THég p LTOdEWKVVOVY OTL dEV
VILAPYEL EMOPKNG OTOTIOTIKN amOdelEn v va amopprpbel n pndevikn vmdOeon. Xvvenag,
CULPMOVO PE TO OMOTEAEGUOTO OLTE, Ogv UTOPOLUE Vo, cvumepdvovpe OTL ot peretnBeioeg
HeTOPANTES elvar GLGYETIOUEVEG LETOED TOVG GTOV €V AOY® TANBLGLO.

H napaxdto cvoyétion (Iivakag 33) a@opd 1o pOAO Kot av £X0VV TPOTEIVEL TOTE KATOLO

SN o eEvo TPoiov.

Chi-Square Tests

Asymptotic
Significance (2-
Value df sided)
Pearson Chi-Square 1,6152 2 446
Likelihood Ratio 2,385 2 ,303
Linear-by-Linear ,062 1 ,804

Association
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N of Valid Cases 139

a. 2 cells (33, 3%) have expected count less than 5. The minimum

expected count is, 80.
Mivakacg 33:To pUAO kaL av €youv MPoTeiVeL MOTE karolo Stapnut{opuevo nmpoiov

Me Bdon ta omoteléopoto TV Tect chi-square ywo v avOiAlvon O0edopEVOV, Oev
TOPATNPEITAL OTATIOTIKA GNUOVTIKT] CLGYETION HETAED TV pehetnBéviov petofAntdv ctov
eetalopevo mAnBvoud(Ilivokag 33). Xvykekpuéva, o Ogiktng yi-tetpaymvikng Pearson
Kataypaeet Tiun teot 1,615 pe 2 Babuovg ehevbepiog ko mpoceyyiotikn onpavtikodtta 0,446 (p
= 0,446). O deikng avaroyiag mBavot| TtV mopovcstdlel Tiu teot 2,385 e TPOGEYYIOTIKN
onpavtikdmra 0,303 (p = 0,303). EmurAéov, 10 T€0T YPOUUKNG-TPOS-YPOLLUIKNG GUOYETIONG EXEL
T teot 0,062 pe mpooeyyiotikn onpavtikomea 0,804 (p = 0,804). Av Kot vtapyovv Vo KeMd
pe avapevopevn T kéto omd 5 (33,3%), n vynin mbavotta oe OAES TIG TEPIMTAOCELS delyveL
Ot Ogv vEhpPyYoLV emapkelg eVOEIEEIS Yol OTATIOTIKA onuovTikny ovoyétion. Kotd cuvvénela,
Bacilopevor ota mopandve aroteAéopata, o0sv vrootpileton 1 Vapsn CNUAVTIKNG CLGYETIONG
petald tov peketBéviov petafAntov 6tov v Adym TAnbucud.

[Mopaxdto 6o cuoyeTIGTOHV 01 EPOTNOCELS TOV APOPOLV TNV MAIKIA KoL TN cLYVOTITO

EMKOWOVING 1e PIlovg 6ag HEc® dtadtktdov Yo va taifete video games.

Chi-Square Tests

Asymptotic
Significance (2-
Value df sided)
Pearson Chi-Square 7,6432 8 ,469
Likelihood Ratio 7,637 8 470
Linear-by-Linear Association ,029 1 ,865
N of Valid Cases 140
a. 4 cells (26, 7%) have expected count less than 5. The minimum expected count is 2,
46.

Mivakacg 34: Suoxetion g NAKIOG UE TN oUXVOTNTA ETTLKOVWVIOG UE PiAoug yLa va rtaiéouv.

Me Bdon ta omoteléopoto TV Ttect chi-square ywo v avOiAvon O0edoUEVOV, Ogv
TOPOATNPEITAL OTATIOTIKE GNUOVTIKY] CLOYETION HETAED TV pehetnBéviov petofAntdv ctov
e€etalopevo mAnBuopd. O deikng y-tetpaywvikng Pearson kotaypdoeet Tiun teot 7,643 pe 8
Babuovg elevbepiag wor mpooeyylotikny onuaviwkotto 0,469 (p = 0,469), evod o deikng
avoloyiog mlavotntmv deiyvel Ty teot 7,637 ue mpooeyylotikny onuavtikotnto 0,470 (p =
0,470). EmmAéov, 10 TE0T YPOUUIKNG-TPOG-YPUUUIKNG GUOYETIONG OEV OTOKOADTTEL OTULAVTIKT
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DEVELOPMENT

[IM.L. «ANAIITHZH OHOIAKON TTAIXNIAIQN KAI TTOAHMEEIKON EQAPMOTON»

ovvdopela (teot = 0,029, p = 0,865). ITapd to Yeyovoc 0Tl KATolo KEALNL £XOVV OVOLEVOLEVT] TIUN
Kato and 5 (26,7%), ot vYNAEG TYWES P Yol OA TAL TEGT LITOONADVOLV OTL dEV LVILAPYOVY EMAPKELS
OTOTIOTIKEG €VOEIEELG Y10 OTOTIOTIKA GNUAVTIKY GLGYETION. BAoEl avTdV TV 0mOTEAEGUATOV,
OEV UTOPOVLLE VO, CLUTTEPAVOVLE OTL Ol pedetnBeioeg HeTaPANTEG Elval ONUOVTIKO GUGYETIGUEVESG
HETOED TOVG GTOV €V AOY® TANBLGLO.

Eniong 0a kdvouvpe correlation matrix (ITivakog 35) pe T1g ep@GEIS TOL OUPOPOVV TO
@OLO, TN cLYVOTNTO EMIKOWVOVING pe PIAOVG Gag HEGM d1adkTvoVL Yo va taiéete Video Games
Kot oV Y0V TPOoTEivel TOTE TPOTOVTO GE PIAOVG oag oL gidate dtapnuilopeva og Video Games.

Correlations

‘EMETE TROTEIVE]
TaTe Tpoldvra

OF @ikoug oug

WE Qikouc oug

Tou gidare WETwW
Slagpnafoeva GladikTiou yia
Mol eival 1o oE Video Vil TTaigeETe

gl oag; Games; Video Games;

Spearman's rho oo €ival To Quio oo, Correlation Coefficient 1,000 080 ,233“

Sig. (2-tailed) . 356 006

] 154 136 139

‘E¥ETE TROTEVE! TTOTE Correlation Coefficient 080 1,000 105
TROIEVTE OF PIADUE g o

Tou eidate g nuifdpeva i), (EHEE), 358 - 222

o Video Games; M 136 136 136

Méoo guyvd EMKoNWETE  Carrelation Coefficient 233" 105 1,000
ME QikoUC TOC WEDTW o

GIadcTOoU Yo va TaiEsTe =05, (ZHEE, a1 222 :

Wideo Games; M 138 136 138

** Correlation is significant at the 0.01 level {2-tailed).

Mivakag 35: @UA0, CUXVOTNTA EMLKOWVWVING KOL TIPOTAOELG OE PIAOUG

X1 ovoyétion petalh eUAOL Kol TPOHTACC TPOTOVIMV 1] TN TOL GUVTEAEGTI] GLUGYETIONG
Spearman (0,080) deiyver o ToAd advvaun Betikn cvoyétion. H tyun p (0,356) dsiyver 011 1
OLGYETION OEV €IVOL GTATIGTIKA CTUAVTIKY. ZTN ZVoYETION HETAED VA0V Kol ETIKOVOVING Yol
Ty Viol LEGM O10OKTVOL 1 TN TOV GLVTEAESTH GLGYETIoNG Spearman (0,233) deiyvel pa pétpro
Ot ovoyétion. H i p (0,006) ociyver 4tt n cvoyétion €ivol GTATIOTIKE OMUAVTIKY,
VTOONAMVOVTOG OTL TO VA0 £XEL EMIOPACT] GTN GLYVOTNTO EMKOWMOVIOG LE PIAOVLG Yo oy vidt
péom oadktvov. Kot 1éhog 611 cuoyétion HeTta&d QUAODL Kot EMKOWVOVING Yo o viol LEGM
SLdIKTVOV M TIUN TOL GLVIEAESTH cvoyétiong Spearman (0,233) dsiyver o pétpror Betikn
ovoyétion. H tiun p (0,006) deiyver 6Ti 1 Guoy€Tion elval GTATIGTIKE GNUOVTIKY], VTTOONADVOVTOG
OTL T0 VA0 £)EL EMOPAGT OTN GLYVOTNTA EMKOWVMOVING LE PIAOVG Y10 ToY VIOl LEGM SLOOKTVOV.

Yvvoyilovtog Bo Aéyape OTL 01 CLGYETIOEIS delVOUV OTL TO VA0 €YEL U0, CTATICTIKG
ONUOVTIKN BETIKT GUGYETION UE TN GLYVOTNTO EMKOWVOVING HE PIAOVG HECH SLOSIKTVOV Y10l VL

nai&ovv Video Games. AvTd vToOdNA®VEL OTL TO VA0 EMNPEGLEL TO TOGO GUYVE Ol GLUUETEXOVTEG

gamedev. uowm. gr =173



[TANEIIETHMIO AYXIKHE MAKEAONIAZ

PO ZXOAH KOINONIKON KAT ANGPOIIIETIKON EIISTHMON
A TMHMA ETIKOINONIAS KAI YHOIAKQN MESON LBAMING
TIM. GANATITHEH OHOIAKON TAIXNIAION KAI TIOAHMESIKQN EQAPMOTQN) o

EMKOIVOVOVV Y10, VOL TOEOLY TToyvidto S1od1KTLOKA. AVTIOETA, OEV LTTAPYEL GTATIGTIKA CTLLOVTIKT
oVoYETION HeTAd TOL PUAOL Kol TNG TPATAoTG TPoidvTwv amd dupnuicelc Video Games, ovte

peTa&l e TPATAOoNG TPOTOVTIWV KOl TG EMKOVMVING Yol Toyvidl HEC® dLodIKTOOV
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[IM.L. «ANAIITHZH OHOIAKON TTAIXNIAIQN KAI TTOAHMEEIKON EQAPMOTON» T T

TETapToC EPEVLVNTIKOSC GTOYOC

Ytov tétapto gpevvnTikd otdY0, Ba depevvnbel Katd moéco o épnpor enanpealovral
KOTOVOLOTIKG 0td TNV Tpofoin] Tov dwepnpicewv katd ™ ypnon tov Video Games. X’ avtd
10 6TOY0 gumAékovion ot epwtnoelg 1)Iowa givar n nAkia cog; (tomog eprnfov), 2) Moo givar to
@OALO Gag; (Thmog epnfov), 3)I16G0 cuyva ayopalete mpoidvta wov Exete det SN LOUEVE GTO
video games;, 4) Nouilete 611 o1 dapnuioelg oto Video games pog kévovv va oAAalovue
YVOUN HOG Y10 TO TPOTOVTO KOl TIG ETALPIES;

H mapaxdto cvoyétion (Iivaxog 36) apopd to ¢OA0 Kot TOGO GLYVE oyopdlovy KATO0

SN Eoevo TPoiov.
Chi-Square Tests
Asymptotic
Significance
Value df (2-sided)
Pearson Chi-Square 1,5852 4 ,811
Likelihood Ratio 2,351 4 ,671
Linear-by-Linear ,075 1 , 785
Association
N of Valid Cases 139

a. 4 cells (44, 4%) have expected count less than 5. The

minimum expected count is, 19.
Mivakag 36: Apopd To UAO Kat TOo0 cuyva ayopalouVv KAmoLo SLopnut{OUEVO Tpoiov

Ta amoteAéopata twv teot chi-square yio v avaivon O0edopévmv deiyvouv 0Tl dgv
VILAPYEL CTOTIGTIKA OTLLOVTIKT GLUGYETION HETAED TV pedetnBévTv petafintdv otov TAnfucud
(ITivaxag 36). O deiktng y-tetpaywvikng Pearson kataypdaest tiun teot 1,585 pe 4 PBabuovg
elevbepiag kot un otatiotikd onuovtiky tiavotta 0,811 (p = 0,811), evd o deikng avaroyiog
mbavotntov delyvel tun teot 2,351 pe mpooeyylotiky onpavtikétnta 0,671 (p = 0,671).
Emutiéov, 0 180T YPOPIUKNG-TPOG-YPOUUIKNG CLGYETIONS OEV OTOKAADTTEL CTLLOVTIKT GUVAPELN
(teot = 0,075, p = 0,785). Iapd 10 yeyovog 0Tt 4 KOWEAES £XOVV AVOUEVOUEVT] TN KOT® Omtd 5
(44,4%), o1 vymAE TIEG P Yo OAOL TOL TEGT VITOINAMVOLV OTL OEV VILAPYOVV EMOPKEIG GTATIOTIKES
EVOEIEELS Y10 OTATIOTIKA ONUOVTIKY] GVGYETION. Bdoel avtdv Tov amotelespdtov, dgv Umopode
VO GUUTEPAVOLLE OTL Ol pedetnBeices LETAPANTES elval ONUAVTIKE GUOYETICUEVES HETAED TOVG
oToV &V AMOy® TANBuoud.

H mapokdto ocvoyétion (Iivakag 37) agopd v niikio. Kot OG0 cuyva ayopalovv
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d e A . TTANETIETHMIO AYEIKHE MAKEAONIAZ
NN ¢ IXOAH KOINONIKON KAI ANOPQITIETIKQN EITISTHMON
Y A TMHMA EIKOINQONIAZ KAI YHOIAKQN MEZON LEAMING
TIM.S. (ANATTTHEH GHOIAKQN TTAIXNIAION KAI TIOAHMEZIKON EGAPMOTQN) T o
Kamolo oapniOUEVO TPOTOV.
Correlations
Maoo ouyvd
ayopdEre
TpoidyTa Tou
EyeTe OEl
AlagnuIouEva
Mola v n oE Video
nAkia ooe; Games;
Spearman's rho Mo eivial g nlkia oog; Correlation Coefficient 1,000 ,EIIZIE’=
Sig. (2-tailed) ) 018
[+ 154 137
Mdoo ouyvd ayopdETe Correlation Coefficient ,202: 1,000
TREOIGVTE ToU £4ETE GEl s
BiagnuiouEva oe Video Sig. (2-tailed) 018
Games; [ 137 137

* Correlation is significant at the 0.05 level (2-tailed).

Mivakag 37:5UCXETLON TTOU aupopd TNV NALKIAL Kot TOO0 cuxva ayopalouV KAmolo Stopnut{OUEVO ITPoiov.

H tyun tov suvtedeo cuoyétiong Spearman (0,202) deiyvet pa Oetikn cuoyétion petald

™e NAkiog Kot e cvyvotntag ayopds mpoidvimv and dagnuicelg o Video Games. Av kot n

ovoyETion elvan oyeTkd younAn, etvor onpoavtikny. H tyun p (0,018) givar pukpdtepn and 1o 0,05,

TOL GNUOEVEL OTL 1] CLGYETION EIVOL GTATIGTIKG OTLLOVTIKT).

Avtd onuaivel 6t vdpyel por PKpN oAAd oToTIoTIKG onpavtikn Oetikn oxéomn petald

NG NMKIOG TOV GUUUETEXOVIMV Kol TNG GUYVOTNTOGS LE TV omoia ayopdlovv Tpoidvta mov Eyovv

det drpnuiopéva og Video Games. Aniodn, Kabdg avEdveton n nhkic, avEdvetar eEAa@p®S Kot

1N GLYVOTNTO AYOPAS AVTOV TWV TPOIOVIWV.

H mopaxdto cvoyétion (IMivakag 38) agopd v nAkio Kot Katd 1660 vopilovv 61t ot

dapnuioelg oto Video Games pog kavouy vor oAAALOVUE TN YVAOUT LOG Y10 TO TPOTOVTO, KO TIG

eToupleg
Chi-Square Tests
Asymptotic
Significance
Value df (2-sided)
Pearson Chi-Square 9,7512 6 ,136
Likelihood Ratio 9,831 6 ,132
Linear-by-Linear 1,744 1 ,187
Association
N of Valid Cases 139
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a. 4 cells (33, 3%) have expected count less than 5. The

minimum expected count is 2, 48.
Mivakacg 38: SuaxEtion mou agopd TNV NAKia Kol kata mooo pag aAdalouv yvwun ta Stapnut{OUEVA IPOoIoVTa Kol Ol ETALPIEG

Ta amoteAécpato tov teot chi-square yio v oavdilvon dedouévov Oev deiyvouv
OTOTIOTIKA OTMUOVTIIKY] GULGYETION UETOED TV eEeTalOpevVOV UHETAPANTOV oTov TANBLGUO
(ITivaxag 38). O deiktng y-tetpaywvikng Pearson kataypdest Tiun teot 9,751 pe 6 Pabupovg
erevbeplag kKo acvuntoTiky onpoavtikdmra 0,136 (p = 0,136), evdd o deiktng avaioyiog
mBavotntev delyver Ty teot 9,831 pe acvumtotiky onuaviikoémro 0,132 (p = 0,132).
Emumiéov, 10 1€6T YPOPIUKNC-TPOC-YPOAUUKNG CLUGYETIONS OEV AOKOAVTTEL CTLAVTIKT] GLUVAPELDL
(teot = 1,744, p = 0,187). [Taporo mov 4 Kuyéreg Exovv avapevopevn tiun kato and 5 (33,3%),
OLVYNAEG TIHEG P Y10t OAOL TOL TEGT LITOOINAMVOLY OTL OEV VILAPYOVV EMAPKEIG GTATIOTIKES EVOEIEELS
Y0 GTATIOTIKG OMUOVTIKY] cuoyETion. Bdost avtdv tov amotehecpdtomv, 0ev HmopovpE v
oLumEPAVOLLLE OTL 01 pedetnBeioeg petaffAnTéG elvar oNUAVTIKE GUCYETICUEVES LETAED TOVG GTOV
ev AOy® mAnbouopo.

H nopaxdro cvoyétion (Ilivaxag 39) apopd 10 @OAO Kol KOTG TOGO Vopilovv OtL ot

dapnuiocelg ota Video Games pog kKavovy va aALALOVLE TN YVAOUN HOG Y10 TO TPOIOVTO KO TIG

eToupleg
Chi-Square Tests
Asymptotic
Significance
Value df (2-sided)
Pearson Chi-Square 9,3742 6 ,154
Likelihood Ratio 9,491 6 ,148
Linear-by-Linear ,575 1 ,448
Association
N of Valid Cases 139

a. 5 cells (41, 7%) have expected count less than 5. The

minimum expected count is, 32.
Mivakac 39: SUCYETLON TTOU aPOopa TO PUAO KAl KATA TO00 UAS dAAalouv yvwun ta Stapnut{OUEVA PoiovTa KAl oL ETALPLES

Ta amoteAécpato tov teot chi-square yia v oavdivon dedouévov Oev deiyvouv
OTOTIOTIKG ONUOVTIKY cVoyETion petald tov eetaldpevov petafintdv otov minbvopod. O
delktng y1-teTpayoviknig Pearson kataypdest tiun teot 9,374 pe 6 Pabuovg shevbepiog wot
AoLUTTOTIKY onuavtikotnta 0,154 (p = 0,154), evd o deiktng avoroyiog mbavotnTeV delyvel

Tiun teot 9,491 pe acvuntotikn onpavrikétnta 0,148 (p = 0,148). EnutAéov, To 10T YPOUKNIC-
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& NULITCA AR PUCATION
DEVELOPMENT

[IM.L. «ANAIITHZH OHOIAKON TTAIXNIAIQN KAI TTOAHMEEIKON EQAPMOTON»

TPOG-YPOUUIKNG CLUGYETIONG OEV OMOKOAVTTEL GNUAVTIKY] cuvdpela (teot = 0,575, p = 0,448).
[Toporo mov 5 kehd €xovv avapevopevn T kbto and S (41,7%), ot vymAég TéS p Yo Ola To
TEGT VTOONADVOLV OTL OEV VILAPYOVV EMAPKELS GTATIOTIKEG EVOEIEELS Y10l OTATIOTIKG GNUOVTIKNY
ovoyétion. Bdcel avtdvV TV OMOTEAEGUATOV, O&V UTOPOVUE VO GLUTEPAVOLUE OTL Ol

peretnOeiceg petaANTEG Elval oNUOVTIKE GLUGYETICUEVEG LETAED TOVG GTOV €V AOY® TANOLGUO.

Héunrtoc £peuvNTIKOC 6TOYOC

2TOoV TEUTTO KOl TEAEVTOLO EPELVNTIKO GTOYO, Ba depevvnBel Katd TdG0 1 TpoPforn TV
dwpnuicewv Kotd ™ ddpkela ypnong tov Video Games mpokalel euyapiomon 1 dSvcapéokelo.
20o0ToV TOV €PELVNTIKO GTOYO eumAékovtal ot epmtnoels: 1) Otav mailete Video Games moon
opa apepavete, 2)I[16c6o cuyvd cvvavtate dwenuicels ota Video Games mov mailete;, 3) Tt
gldovg drapnuioeis eppaviCovrar ota ayornuéva cag Video Game, 4) Ilog vidbete otav PAénete
dwpnuicelg ota Video Games; Zog EVOYAOVUV 1 GO TPOGEAKDOLV;

O mapaxdre wivakog (IMivaxag 40) napovoidlet TIc GLOYETIGES HETAED TOV ¥POVOL TOL
aPlEPOVOLY Ol GLppETEXOVTEG OTav mailovv Video Games kot tv cuvaicOnudtov tovg otav
BAémovv drapnpicelg ota Video Games.

Correlations
Mg volwBeTe

aTav PAETTETE
Blagnuioeig

Oray maileral
Video Games

ata Video
Games ; Zag

TOOT WA evoyholy ) oug
WPIEQIIVETE; TpoTehkDouy;
Spearman's rho  Otav Tailetar Video Games  Correlation Coefficient 1,000 102
OGN WP TpIEpLIVETE, Sig. (2-tailed) . 238
[+ 138 135
Muwg volweeTe dTav BAETETE  Correlation Coefficient 02 1,000
Glagpnuiosc oTa Video o

Games ; Zog evoholv r Sk A —

o TROTEAKDOUY, I 135 135

Mivakac 40: Suoxetiosls HETAED TOU YPOVOU TTOU QPLEPWVOUV Ol CUUUETEXOVTEC OTav rtailouv Video Games kat Twv
ouvatoBnuatwv toug otav BAgrmouv Stapnuioelg

H tym tov ovviedeom) ovoyétiong (0,102) deiyver o moAd acBev Betikn cuvoyétion
HETOED TOV YPOVOL TOV APLEPM®VOLV 01 GLUUETEYOVTES OTav Ttailovv Video Games kol TOL TG
aicBdvovtar 0tav PAEmovv dwupnuicels ota Video Games. H 1y g onuoviwotrog (0,238)

etvar peyaddtepn amd 0,05, vmodnidvovtag OTL avT 1) CLGYETION OEV EIVOL GTATIOTIKA

gamedev. uowm. gr - 78



Q AN ANETIIETHMIOAYSIKHE MAKEAONIA
QN SXOAH KOINONIKON KAT ANGPQITIETIKON EITISTHMON
Y TMHMA ETIKOINONIAY KAI PHOIAKON MEEON LGAMING
TIM. (ANATITHEH OHOIAKON TIAIXNIAION KAI TIOAHMESIKON EOAPMOTON, eyt
OMUOVTIKY.

Omnodrte, ta dedopéva delYvouy OTL dEV LITAPYEL GNUOVTIKY] GLCYETION HETAED TOV YPOVOL
TOV OLPLEPMVOLV Ol GUUUETEXOVTES GTO T VIOl KOl T®V GuVAISONUAT®V TOVG Yia TIG SN uicelg
ota Video Games. AnAadn], 0 xpOvog Toyvidlov dev Qaivetar va ennpealel CNUAVTIKA TO TOGO
TOVC EVOYAOVV 1] TOLG TPOGEAKVOLV Ol SLOPTLLICELG.

O mopakdro mivakag (TTivakag 41), Tapovctdlel Tig cuoyeTioelg petald TG GLYVOTNTOG
LE TNV OTO1l0l 01 GUUUETEYOVTES GLVOVTOVV dtapnuicelg ota Video Games mov mailovv kal Twv
ocuvalcONUATOV TOVG OTOV PBAETOLV AVTEC TIC OLOPTUICELS

Correlations

M volwBeTe

Moo ouyvd aTav PAETTETE
auUVaVTATE Blagnuioeg
Slagpruioei ara Video
aTa Video Games ; Zag
Games TTou svoholy i oog
TaileTe; TpoTehkDouy;
Spearman's rho MO0 oUyVE OUVEVTATE Correlation Coefficient 1,000 041
L Sig. (2-tailed) . §38
Games Tou TaileTe; '
M 137 135
Muwg volwBeTe dTav RAETETE  Correlation Coefficient 041 1,000
Alagnuioec oTa Video o
Games ; Zac evoxholv R B —
oo TRoTEAKDoUY; I 135 135

Mivakac 41: Suxvotntag UE TNV omoia Ol CUUUETEXOVTEC cuvavtouv Stapnuioslc ota Video Games mou mailouv Kol Twv
ouvaloOnuatwy toug otav BAEmouv aUTEG TIC SLaPNUIOELS

[Mopatnpodpe 6Tt amd TG TIHEG GLGYETIONG, 1 TN TOV GLVTEAESTN cvayétiong (0,041)
delyvel o moAd acBevn Betikr| cvoyétion petabd TG GLYVOTNTOS ELPAVIONG SOPNUGEDY GTa
Video Games ka1 Tov mmg aicOavovtal ot GuppeTEYoveg dtav PAETOVY avtég T1g dapnuices. H
T ¢ onpavtikottog (0,638) eivan oAy peyadvtepn amnd 0,05, vrodnidvovtag 6Tt avt M
OLGYETION OV EIVOL OTOTIGTIKG G UAVTIKT).

Yvumepaivovpe OTL GCOUPOVO PE TO OEOOUEVA, OEV VTLAPYEL CNUOAVTIKY] CLGYETION HETAED
NG GLYVOTNTOG LE TNV OTTO10 01 GUUUETEXOVTEG GLVAVTOLY drapnpicelg ota Video Games Kot TV
CLVOUGOMUATOV TOVS Y10 AVTES TIG PN UICELS. ANAOT, 1] CLYVOTNTA ELPAVIONG SLOPNUICEDY
dev Qaivetol va €€l ONUOVTIKNY EMIOPAOT GTO TOCO EVOYANTIKEG 1] EAKVLOTIKEG TIS Ppickovv ot

TOIKTEG.
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TIM.E. «<ANATITHEH OHOIAKQN TAIXNIAION KAI TOAHMEEIKON EQAPMOTQNy CEVRLOPHENT
Chi-Square Tests
Asymptotic
Significance
Value df (2-sided)

Pearson Chi-Square 14,1732 16 ,586
Likelihood Ratio 13,753 16 ,617
Linear-by-Linear 1,237 1 ,266
Association
N of Valid Cases 137

a. 16 cells (64, 0%) have expected count less than 5. The

minimum expected count is, 20.
Mivakac 42: SuoxeTioelg UETAED TOU €(60UG TWV SLA@NUITEWY KAl TWV oUVALTINUATWY TOUG 0TV BAEMOUV QUTEG TIG
Stapnuioslc

O mopandve mivakag (Ilivakag 42) mtapovsialet T1g cvoyetioelg petalhd Tov €idovg TV
dwpnuicewv mov gupaviCoviar ota ayamnuéve Video Games TV GUUUETEXOVI®V KOl TOV
cLVGONUATOV TOVG OTaV PAETOLY OLTEG TIC S10PNLUGELS.

Ta anoteAéopata twv teot chi-square yo v avdivon dedopévov deiyvouv 0Tt dev
VILAPYEL CTATIGTIKO GNUOVTIKT) CLGYETION LETAED T®V e€eTalOUeEVOV LETAPANTOV GTOV TANBVGUO.
O d¢eiktng yr-teTpayovikng Pearson kataypdaeet tipn teot 14,173 pe 16 Babpovg elevbepiag kot
acLUTTOTIKY onuavtikotnta 0,586 (p = 0,586), evd o deiktng avaroyiog mBavoT TV delyvel
Tiun teotr 13,753 pe acvumtotikn onuavtikétmta 0,617 (p = 0,617). EmumAéov, to teot
YPOUUKNG-TPOG-YPOUUIKNG GUGYETIONG OEV OTOKOAVTTEL GNUOVTIKY cuvapela (teot = 1,237, p =
0,266). ITaporo mov 16 kehd Exovv avapevopevn Tiun kato omd 5 (64,0%), ot vynAEg TIHES p Yo
OAOL TOL TECT LTOONADVOVV OTL OEV LRAPYOLV EMAPKEIS GTATIOTIKEG EVOEIEELS Y10 GTATIOTIKG
oNUOVTIKN 6VoyETion. Bdoel avtdv TV omoteAecUATOV, OEV LTOPOVLE VO GUUTEPAVOVLE OTL O

peretnOeiceg petofANTEG Elvol GNUOVTIKE GLUGYETICUEVEG LETAED TOVG GTOV €V AOY® TANOLGUO.

6.3. Kvpra evprijpata

210V TPAOTO €PELVNTIKO ©TOYO, Olepevvnnke katd méco ot EpnPor emnpedlovron
KOTOVOAWMTIKA amtd TN YPOVIKN OldpKeEl Ypnons tTov Prvteomaryvidudy. Xpnotporoonkay
EPMTNOELS TOV APOPOVCAV TNV NALKIA, TO PVAO, TN CLYVOTNTA KOl SLdPKEL TOLYVIdL0D, KOOMG Kot
™ cVYVOTNTA AYOPds TPOoioVT®V Tov dtapnuilovion o frvteomatyvidia.

[No v avéivon tov dedopévev YpNGILOTOmONKay TOG0 TO WU TOPUUETPIKO TECT
ovoyétiong Spearman's rho 6co ko to tect Chi-Square (X?). Zopewva pe v ovaivon,
mapatnPROnKe OTLVTTAPYEL Lo PiKpn OETIKN GLOYETION HETAED TNG GLYVOTNTOS TOLYVIOOD KOl TNG
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oVYVOTNTOG ayopdc mPoidvtwv mov dtoenuilovion oe Prvteomoaryviola, vTodnAmvovtag 0Tt 660
7o cvyva tailovv ot £pnPot, TOco mo mBavo givar vo ayopdoovv dtapnuilopEVa TPOIOVTOL.

Avtifeta, dev BpéOnke GTATIOTIKG CNUOVTIKY OXECN HETOED TOV PVLAOL KOl TNG OLYOPUS
TPolovVTwV oL dtapnpilovral o Prvteomaryviola, Onwg eniong dev Ppénie onpavtikn cuoyEtion
peTaEy e NMMKiog kot e ayopdg mpoidvimv. IMapopoimg, n avdivon €6eiée OTL N XPOVIKNY
OLIPKELL OV OPLEPDOVETAL OTO TOYVIOL Oev emnNPealel ONUOVTIKA TN oLYVOTNTO OYOPas
St EOHEVOV TPOTOVTMV.

YOUTEPUCNOTIKA, TO ATOTELECPATA dELYVOVV OTL I SLYVOTNTO pNE TNV Omoia Tailovv
o1 £gnpor rvreomaryvidra £xel KATOLX EMIOPAOT GTNV KATAVEAOTIKI] TOVS COUTEPLYPOPE, EVE
o1 GALoL TaPayovVTES, OTOS N NAIKIG, TO VL0 KoL 1] S1APKELD TOLYVIO0D, €V TapovsLdlovy
OTOUTIOTIKG ONUOVTIKI] OVGYKETIGN NE TNV 0yopd 7POidvTOV 7ov owenuilovror og
Brvteomaryviona.

210V 0e0TEPO EPELVNTIKO GTOYO M £PELVA EMKEVTIPOONKE GTNV EMIOPACT] TNG OIKOVOUIKNG
KOTAGTOONG TG OIKOYEVELNS KOL TOV VA0V T®V POV GTNV KATAVIA®TIKY TOVG GUUTEPLPOPA
Katd T ypnon tov Video Games. Topeova pe To TOTEAEGUOTO, OEV VITAPYEL GTATIOTIKA
ONUOVTIKY] OXE0N UETOED TNG OWKOVOUIKNG KOTAGTAONG TNG OWKOYEVELNG KOl TNG GLYVOTNTOG
ayopdg mpoidviwv mov dwagnuiCoviar oe Video Games, ovte peta&d tov EOAOL Kol TOV
npoidvtwv mov ayopdlovtor eattiog twv dwpnuicewv avtav. [apdAinia, dev mapoatnprOnke
OTOTIGTIKA ONUAVTIKY oxéomn petald g nAkiog Tov oy Kot TS 0IKOVOUIKTG KOTAGTOOoNS
NG 01KOYEVELLG TOVG. 26TO00, BpédnKe GTATIOTIKA ONUAVTIKY oYEoM HETOED TNG NAKING Kot TNG
oLYVOTNTAG 0yopag Tpoidvtmv mov dapnuiCoviar o Video Games, deiyvovtag 6tt 1 nAikia
emnpedlel TV KOTOVOAMOTIKY GUUTEPLPOPO o€ avtd T0 TAaicto. Emiong, mapatnpnbnke
OTOTIGTIKA GNUOVTIKY) GXE0T LETOED TOL PUAOL KO TNG OVTIANYNG TS OIKOVOLIKNG KOTAGTOONG
NG OKOYEVELAG, DTOJEIKVOOVTOS OTL TO VA0 popel va emnpedlel v avtiAnym tov epnpov yo
TNV OIKOVOUIKT] TOVG KATAGTOOT). XUVOAKAE, TO ATOTEAEGRATA HELXVOLV OTL EVO 1] NMKIX KOt
TO QVA0 TOV £PNPOV £(0VV KATOLEG EMOPAGELS GTI|V KUTUVUAMTIKN TOVS GUUTEPLYOPE KL
OTNV OVTIANYN TS OIKOVOUIKNG TOVS KOTAGTUONGS, N 1010 1] OIKOVOMIKY] KOTAGTOON TG
OLKOYEVELNG OEV PUIVETOL VO £YEL G UAVTLKI] ETLPPOT] GTI] GVYVOTNTA AyoPds Srapnuilopevov
npoidvtov cg Video Games.

Ytov 1pito gpeuvnTIKO 6TdHY0 1M Epevva eEeTAlel MG eMNPeAloOVTOL KOTAVOAWOTIKG Ol
gpnpot and ™ d1dbeon tov eikov Tovg 6tav mailovv Video Games, avaidovtag Tic HeTaPAnTég

nAkia, @OA0, GLYVOTNTO ETIKOWOVIOG HE IAOVLG Yo TOYVIOl HEGH SIKTOOV Kol TPOTUCT
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TpoiovImv Tov dapnuiloviar o Video Games. Ot 6TatioTikéc avaldoelg 0gv £0€1EQV GNUOVTIKI
ovoYETIoN Hetabd NAKiog Kot TpoOTao G TPOIOVIMVY, 00TE LETAED VA0V KOt TPOTOCTC TPOTOVIMV.
Emiong, dev mapatnpndnke onuavtikn cuoyEtion Hetald nAkiog Kot cuyvOTnTog EMKOVMVING
Yo Ty viol. Qotdc0, VINPEE L0 GTATICTIKG CTUAVTIKY] GLGYETION HETAED PVAOL KOl GUYVOTNTOG
EMKOWVOVING LE PIAOVG Y1 ToY VIOl HECE O1AOTKTVOV, VITOOEIKVVOVTAG OTL TO VA0 ennpedlel TO
OGO GLYVA 01 £PNPol EMKOIVOVOVV Y10l VO ToUEOVV O1UOTKTVOKE. ZVVOMKA, TO VA0 QaiveTal
vo. emnpedlel T ovYVOTNTO EMKOWVOVIOS Y10 TOLViol, &ve M NAkie kov 1 wplétaocn
TIPOIOVTOV dEV OELYVOUY VO GVGYETILOVTOL GNUAVTIKA pE TIG GALES peTOPANTES.

210V TETAPTO EPELVNTIKO GTOYO 1 AVAAVGT TV dEQOUEVMV HaG delYVEL TIG OYETELS LeTalD
SPOpmV LETAPANTOV 6TOV TANOLGUO €PNV OGOV APOPA TNV EMLOPAUCT] TOV JUPNUICEDV GE
Video Games 6tV KatavoAmTIKN TOVG GUUTEPIPOPE KOt TIG AVTIAYELG TOVC.

Apycd, eaivetat 0Tt deV VILAPYEL GTATICTIKG GNUOVTIKT GUCYETION HLETAED TOV GVLAOV KOl
™G oLyvOTTOG 0yopds mpoidvtwv mov daenuiCoviar oe Video Games. Ovte o Pearson Chi-
Square ovte o1 dAlot deikteg (Likelihood Ratio ko Linear-by-Linear Association) dev £dei&av
ONUOVTIKT] GLGYETION, KAODG 01 TIES P NTaV LYNAEG. AvTtd onpaivel 6Tl To PUAO dev ennpedlet
OTUOVTIKG TNV TAoT 0yopds mpoidvtmv mov dapnuilovtol o Video Games.

Amd v GAAN, Tapokdto oivetol (o pkpr] oAAE oTOTIOTIKE onpavTiKY BeTikn oyéon
neta&l e nMkiog kot TG cLYVOTNTAG ayopdg TPoidovTtwv Tov dtapnuilovtarl o Video Games.
O ovvieheotng ovoyétiong Spearman Ntov Oetikdg ko 1 Ty p Mrov kbt amd 0,05,
VTOJEKVOOVTOG OTL KaODG avEdvetor n nAkio Tov epnPov, ELapp®dg avéavetot Kot 1 movotnta
v, ayopaioovy Tpoidvta Tov Eouvv ot dSuupnuicpuéva oe Video Games.

Téhog, o1 avardoelg delyvouv OTL OV VILAPYEL GTATICTIKG CNUOVTIKY CLGYETION UETAED
™E NMKING Kot TS aAAayNG YVOUNG Yo TPoidvTa Kal etaupieg Adym tov dapnuicewv oe Video
Games, ovte petald tov EOAOL Kot ALTAG NG OAAAYNS Yvouns. Ot Tipég Tov delkT®dv Y-
tetpaymvikng Pearson, Likelihood Ratio kot ypoppitkg-mpog-ypappikng GuoyETions nTav OAeg
VYNAES, pe TYEG p mov Eemepvovoay to 0,05. Avtd vodetkvietl dtt ovte T0 POAO 0VTE N NAKiaL
emmpedlovy onUAVTIKA TV 0ALOYT] YVOUNG Y10 TPOIOVTO Kot £TALPIEG AOY® T®V SN UIcEDV G
Video Games otov &v Aoym mAnbuouo.

YUVoMKa, 01 OVOADGELS GVTEG OEiYVOVY OTL | emidpacn TV dwwenuicemv 6e Video
Games 6TV KOTOVOAOTIKY] COUTEPLPOPE KoL TIS OVTIMYELS TOV oV gival Tepimiokn
Kol 0gv prmopel va e€aptnlel amlog amd 10 @VA0 1 TNV NAkia Tovs. Avrtifeto, dAlot

TOPAYOVTEG EVOEYETAL VO TTAILOVY GNUAVTIKO pOAO GTNV GVTIOPAGT] TOVS GE GVTOVS TOLG
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TOTOVG OLUPNUICEMY.

210V TEUMTO Kot TEAELTOLO EpELYNTIKO GTOYO Kot e Bdom o dedopéva, PaiveTal 1 oxEom
petalld g mpoPoAng tov dapnuicemv katd tn didpkela ypnong tov Video Games kot twv
cuvasOnuatov Tov Taktdv. ['o va e§gtdoet autr ™ oyéon, N LEAETN EpELVA TEGGEPLS PACTKOVS
EPEVVNTIKEG EPMTNGELS: TOGO XPOVO APLEPM®VOVYV Ol cLppeTEyovteg 6tav mailovv Video Games,
mOc0 ovyvh cvvavtobv dapnuicelg ota Video Games mov mailovv, Tt €idovg dtopnuicelg
enpaviCovtor oto ayornpéva toug Video Games kot tmg vidbBovv 6tav BAEToVY dtapnpicelg oto
Video Games. Ta amoteléopata g HEAETNG delyvouy OTL OeV VILAPYEL CNUOVTIKY) GLGYETION
peta&h Tov YPOVOL TOL APLEPDVOLV Ol GUUUETEXOVTEG GTO TTOLYVIOL KO TV GLVULGONUATOV TOVGS
YL TS SLENUICELS, OVTE VTAPYEL OMUOVTIKY] CLGYETION UETAED TNG GLYVOTNTOS EUEAVIONG
dwpnuicewv kot tov cvvorsOnudtov toug. EmmAéov, n pedét dev Ppiokel kopio onpovtikn
oxéon peta&d tov €idovg TV Souenuicemv Kot ToV cuvoustnudtov tov mtoktov. Fevika, n
peréTn dev Ppioker kapio onpaviikny oyéon petald TS TPofoing TV SaPNRice®V KaTA TN

owapkela ypnong tov Video Games Kot TOV 6UVaIGONUATOV TOV TOIKTOV.

6.4. Zvpnepdopato

Amd T0 omoTEAEG AT TNG LEAETNG, TPOKVATOLV Ta £ENG KVPLOL GUUTEPAGLOTAL:

o «Xuyvomrta Ioyvidwv kot Kotavolotikny XZvumepipopd:» H ocvyvomnta moyvidroh
emmpedlel TNV KOTAVOAMTIKY CUUTEPLPOPE TOV £PNPOV Ge GYEoN UE TO TPOTOVTIO TOL
drapnuifovrat. Avtd vrodnimvel 6tim cvyvr ékbeon o Video Games umopei va 0dnynoet
og peyolutepn mpodoun ayopd twv dStoenlopévev TpoidvVT®y.

o «Allot Iapdyovteg:» Ot mapdyovteg 0mmg 1 NAkio Kot T0 QUAO dev PaiveTal va £govv
ONUOVTIKY €midpacn otn ovyvotNTa. ayopds mpoidvimv mov daenuifovior oe Video
Games. Avtd vodelkvoet OTL 01 OTOUIKEG dLopopEg o€ NAkio kot OAO dev ennpealovv
™V avtidopaon Tov epnpov oTic S1apnuUicels avTés.

o «Owoyevelaxn Owovopkn Katdotoon:» Agv mopatnpeitol GMUovTIK 6YEoN LETOED TNG
OIKOYEVELONKNG OIKOVOUIKNG KATAGTAONG Kol TNG ovuyvotntoag ayopds otoenulopévov
npoiovimv og Video Games. Avtd onuaivel 611 1 otkovoutkn 0éomn g okoyévelag dgv
emnpealel queca Vv tdon TV epnPov vo oyopdlovv mpoidvia mov PAémovv
SLENUGUEVE GE AVTA TO TTOLY VIO
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o «Ievikn Avahlvon:» Ot emmtdoelg Tov dopnuicemv o Video Games otnv KatavolmTikni
GUUTEPLPOPE. KO TIC OVTIMYELS TV PPV givor moldmAlokeg Kot emnpedlovion omd
TOAOVC Tapdyovteg. Ot cupmepdouaTo VTOOEIKVOOVY OTL 1 EMOPUCT OLTOV TOV
Swenuicewv dev umopet va e&apt el amhd and to eOA0 1 TV NAKia TV €pNPoV, aALY

Kot 0md GAAOVG TOPEYOVTES TTOL SLOUOPPDOVOVV TIC OVTIOPATELS TOVG,

H épevva avty avadeikvoer mog 1 dwgpnuion oe Video Games eivar éva 0éua pe
TOALOTTAEG TTTVUYEG KO EMUTTMGELS, Ol OTOIEG SLAPEPOLY AVALOYA e O1APOPOVS TAPAYOVTEG OTMG
N NAIKia, To GUAO, 1 OIKOYEVELNKT] OLKOVOULKY] KOTAGTOON Kol GAAOL Tapdyovtes. AvTd onuaivel
ot dev VIapyeL o anAn artio mov va e€nyel TANP®G TV avTiOPAoT] TOV VEOV TOIKTOV GTIG
dwpnuicelg avtod tov gldovg maryvidiwv. Eivar onuavtikd va Adfovpe vroyn OAeg avtég Tig
TTUYXEG OTOV OVOAVOVUE TO OMOTEAEGUOTO KOl TIS EMATOOEL TOV OLOPNUUGE®Y GTOV TPOTO

avTIOPOOoNG KO KATOVAAMGNG TOV TPOTOVI®MV 00 TOVG VEOLS TOIKTEC.

6.5.I1lepropiopoi

H otatiotikn avdivon omotehel €va oyvpd epyoreio yia v avdivon dedopévov
®oTO00, OMMG kot KABe pEBOSOG, M OTATIOTIKN OVOALGT GLUVOOEDETOL OO OPICUEVOLS
TEPLOPIOUOVE TTOV TTPEMEL VoL ANeHoHV vITOYT. AvTtol o1 Teplopicuol umopovv va tepthapfavovy
TNV TTOOTNTO KOL TNV EYKVPATNTA TOV OEO0UEVAV, TNV OVATOPAGTACT] TOL OEIYUATOG, TNV EMAOYY
™G KATAAANANG 6TATIGTIKTG HeBOOOV, KABMG KoL TNV EPUNVEID TV ATOTEAEGLATMV.

21N GLYKEKPUEVT] GTATIOTIKY OVOALGN Ol Teplopiopol givor o1dpopol kot pmopet va
TPOKLYOVV ATtd TOIKIAEG TTTVYEG TNG O1IKAGTAG OVAALONG,.

"Evag onuovtikog meplopiodc cuyva agopd Tov TpOTo Tov EMAEYOVE TO GTOLO TOV
CLUUETEYOLV OTN UEAETN. AT M e€mloyn elvanl Kpicun Yo T GLVOAIKY KATAVONGCT TOV
aroteleopudtov. o mapdodstypa, Eva pkpd dstypo Hmopel vo Unv avTITPOC®TEVEL TNV TANPT
TOoWKIAopopeia Tov TANBVoHOD, evd éva peydAo delypo pmopel vo KOTAGTEL OLOGKOAOTEPO OTN
dwyeipton Kot TNV avOALGN. TNV TEPIMTOGT OVTNG TNG OTATIOTIKNG avAAVONG, TO Oetypo dev
AVTITPOCMOTEVEL EMAPKDS TOV YEVIKO TANOLGUO, Tpdypo mov enmpedlel v epunveia TV
OTOTEAEGLATOV.

‘Evoc axépo onpovtikdg meplopiopos €ivorl 1 emA0YN NG KOTAAANANG OTOTIGTIKNG
puebooov. H katdAAnin emhoyn tg pebooov eaptdror and m @Hon TV dedOUEVOV Kl TO

gpeuVNTIKO ep@TN O oL eEeTdleTat. Efvan ompavtikd vo ypnoyorotovpe v KatdAinin pébodo,
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0Tt po AavBaouévn emloyn pmopel va odnynoet e Aovlacpéva copmepdcpata. [Tapdio mov
N o6TaToTIKY pHEBodog Tov ypnoomomdnke BempnOnKe KATGAAANAN, SV UTOPOVUE VO EILOCTE
amolvta BEPatot OTL HTav N O KATAAANAT Yo TNV €EETAGT TOL EPEVVNTIKOV EPOTNLOTOC.
Téhog, T0 TG eMAEYOVTOL Ol GUUUETEYOVTEG Umopel va Taigel podo ot dadikacio g
detypotoAnyiog. Mepikés @opég, emiong, Umopel v OVIILETOMIGOVUE OVOKOAIEG ©TO Vv
OLYKEVIPMOOLUE OOOUEVOL omd OploUEVEG opadeg N mAnBuvopovs. o moapdderypo, otnv
TPOKEWEVT] EPELVA, 1] GLAAOYN OESOUEVOV £YIVE HEGH TOV KOWVMOVIK®V JIKTO®V. AVTO 001YNoE
0€ OPIOUEVEC TTOPEENYNOELS KO OCAPELEG OTIG OMOVTNGELS TMV GLUUETEXOVTOV. [0 Tapddetypa,
TOALOT S10KOY AV T GUUTAPMCT] TOL EPMTNUATOA0YIOV, BEPOVTOS OTL OV avTIAAUPAVOVTOL TIG
SpnUicelg Katd T O1bpKELD TOV TOLYVIOOD GTIG KOVGOAEG 1] O10TL OgV avTIAMPONKAV OPIGUEVES

dtpnpiocels, OTmG Eva Tavo og £va Tatyvidl CVTOKIVITOV, OC O0PNUIGELS.

6.6.I1poTacels yro perAlovtikng épevva

Me Bdon ta cvunepdopata Tov Tapovctdlovol amd T GLYKEKPLUEVT] EPEVVA, VTTAPYOVV
SAPOPES TPOTAGELS Y10 LEAAOVTIKN £pevva oL pmopel va e£eTactovy. Mepucés and avtég sivot
10£€€G TOL UTOPOVV VO, ATOTEAEGOVY BEHOTO LEALOVTIKNG €pEVVaG, EMITPETOVTOG Ui EUPabuvon
OTNV KOTAVONCT TOL TS Ol JPNUcELS ennpedlovy TOVG TOIKTES PVvTEOTOUYVIOIDV KOl TIG
GLVNOELEG TOVG GYETIKA LE TIG AYOPES TTPOIOVIMV.

Mo peddovtikn épevva pumopet va emkevipmBel e dAleg mbavég petafAnTéc mov pmopel
va emnpedlovv 1 oxéon petald Tov dpnuicewv ota Prvteomoaryvidla Kot TG aviidopaong twv
TokToV. o mapdoetypa, 1 oot TG S0P UIoNS, 1| GAANAETIOpaoT He GALEG OPOACTNPLOTITESG
TEPOL aO TO ALY VIOL, Kol O TOMTICUIKOS TAPAYOVTAG LTOPOVV VA elvar 0EIOA0YOL TaPayovTEC.

M evdlopépovca Tpocéyyion Ba NTav va cuykpliel n enidpacn TV daPnUicEOV 6T
Bvteomayvidle pe ovtv o€ GAAEG TAOTOOPUES, OTMG TNAEOPOCT, OldIKTLOKA Pivieo 1
KOWOVIKG LEGOL.

Mo evdropépovca TpocEyyiomn Ba Pmropovce va etvatl 1 SlepelvNon TOV TPOTIUGEDV TOV
TOKTAOV GYETIKA LE TOV TPOTO ayopdg mpoiovimv mov dtenuilovtan ota Prvreomaryvidia, KoM
KOl O1 TPAKTIKEG AYOPAS TOVS. AVT 1 TPOGEYYION UTOPEL VO EGTINGTEL GTNV KATOVOTOT TOV TAG
ol ToikTeg avTilopupdvovrol Tig dapnuicelg ota Pvteomoryviola, molog TpOTog TPOPOANS TOVS
TOVG €MNPEALEL TEPIOTOTEPO KOl TAOS VTO ENXNPEALEL TNV ATOPACT] TOLG VO, AYOPAGOLV 1] O)L Eval
TPOIOV.

Eniong, Ba pmopovoe va efetactel n oyxéon petad g aviiAnyng tovg yu Tig

gamedev. uowm. gr -85



[TANEIIETHMIO AYXIKHE MAKEAONIAZ
IXOAH KOINONIKON KAI ANOPQIIETIKON EMIYTHMON
TMHMA EMIKOINQNIAZ KAI YHOIAKON MEEON S ..El&. gj‘mg‘m
[IM.L. «ANAIITHZH OHOIAKON TTAIXNIAIQN KAI TTOAHMEEIKON EQAPMOTON» DEVELOPMENT

SLLPNUICELS KO TOV TPOCOTIKMY TOVE AyOPacTIK®V cuvnBeimv. MEow avtig TG TPosEyyiong,
Oo pmopovcape vo ovadEiEOVUE TIG TPOTIUNOCELS KO TIG CUUTEPIPOPES TOV KATOVOADTOV CE
oyxéon e 11§ dapnuicelg o€ Prvreomaryvidlo Kot Vo KOTUVONGOVUE KAAVTEPO TOV TPOTO LE TOV
omoio emnpealovy aVTEC 01 S10PNUIGELS TIC OYOPES.

AvTég glvorl peptkég 106eC TOV UITOPOVV VoL AmOTEAEGOVY BEpaTo LEAAOVTIKNG £pEuvag,
EMTPEMOVTIOG G€ pia eUPAOLVoT GTNV KATOVONON TOV MG Ol JPNUcEL ennpedlovy Tovg

ToiKTEG PIVTEOTOLVIOUDV KOl TIC GVVIOELEG TOVG GYETIKA LE TIG YOPES TPOTOVTIMV.
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ARAwon MVEUHOTIKWY ALKOLWHATWY

AnAwvw pnta otL, cupdwva pe To apbpo 8 tou N. 1599/1986 kat ta apbpa 2,4,6 tap. 3
tou N. 1256/1982, n napolcoa Metamtuxiakr AtmAwpatiki Epyaocia pe titho:

« Mwg ot Sadpnpiosig ota Video Games ennpedlouv TV ayopacTikr cURNEPLPopa Twv
£¢I"][3(.0V»

KaBw¢ Kal ta NAEKTPOVIKA apxeia Kol mnyaiol KWSIKEG TMou avamtuxonkav n
TpomonoltOnkav ota MAaiola AUTig TG Epyaciag Kot avadEpovial pnTtwg HECA OTO
KelpeVo Tov ouvodelouy,
KoL n omoia €xeL ekmovnOei oto Mpdypappa METAMTUXLOKWY ONMOUSWV «Avamtuén
Wnorakwv Nawyvidiwv kot MoAvpeocikwv Epappoywv» tou TuRpatog Emwkolvwviog &
Wnolakwv tou MNavermotnuiov Avutiking Makedoviag, und tnv  enifAedn g
ApaAiag TpravtaguAAidou

aOTEAEL OTMOKAELOTIKA TPOIOV TPOOCWTIKNG epyaciag Kot &ev mpooPaAAel kKaOs
HOPDNG MVEVUATIKA Sikalwpata TPltwv Kat 8sv eival mMpPoiov HEPWKAG | OALKAG
aviiypadng, ot nmnyeg € mou xpnoipomnowiOnkav meplopilovral otig BiBALoypadikE
avadopEg Kat povov. Ta onpeia Omou £Xw XPNOoLULOTIOLRoEL LEEEC, KEipEVO, apxeia R /
Kol TNY£EG AAAwvV cuyypadEwv, avadEpovtol EUSLAKPLTO OTO KELLEVO LE TRV KATAAANAN
TP OLTIOUTTA KalL ) OXETIKA avadopd mepltAapBavetatl oto THRRa Twv BiBAloypadikwv
avadopwv pe MARpn nepypadn.

Anayopevetatl n aviypadn, anodnkeuvon kat dtavour) g mapovoag gpyaociag, €§
OAOKANPOU N THAMOATOC QUTHAG, Yl EMMOPLKO OKOMO. Emutpémetal n avatunwon,
anoOnkevon Kot SLAVOURA yLa OKOTO N KEPSOOKOTILKO, EKTIOLSEVUTIKAG | EPEVVNTLKIG
¢Uong, uno v npoiindBeon va avadEpetat n Ry nPoEAeuong Kot va dtatnpeitatl to
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